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WELCOME TO 
THE TOURNAMENT 


Congratulations on being selected to participate in the 


Capsule Monster Coliseum tournament. Over the next 
twenty-five battles, as Master Duelist Yugi Muto, you must 
square off against both friend and foe in calculated 
matches of Capsule Monster Chess, an ingenious strategy 
game devised by Mokuba Kaiba, the younger brother of 


Yugi's nemesis, Seto Kaiba. 


To win the title King of 
Capsule Monsters, 
entrants must assemble a 
team of monsters ona 
series of boards and 
successfully wage war. 
These are not plain, black- 
and-white chessboards. 
Battle environments 
include enchanted forests, 
raging volcanoes, choppy seas, and glorious airships. To emerge 
victorious, Duelists must understand how to use the boards to 
their advantage, as each setting affects the monsters’ 
performances. 


You begin the tournament 
with a Deck of low-level 
monsters. However, as 
you challenge and beat 
other Duelists, you can 
lift monsters from their 
Decks. Yugi’s Grandpa is 
also on hand, manning a 
convenient shop where 
ou can purchase new 
monsters. 


As in the card game, your monster collection develops by 
combining and evolving monsters. Once certain monsters reach 
designated levels, they can transform into amazingly powerful 
creatures, capable of delivering devastation on the battlefield. 
Fusion tactics reveal new, exciting monsters that are worth the 
effort to discover. 


Stalwart Duelists who hang in until the bitter end and win the 
entire tournament are encouraged to return to the boards and 
keep fighting. Having the title is not even the best this game has 
to offer. Keep collecting monsters and you will soon uncover the 
pieces for forming the most fearsome monsters in the Yu-Gi-Oh! 
universe, such as the fierce “Exodia the Forbidden One.” 


ORIGINS OF THE G 


Capsule Monster Chess was first introduced in 
Shonen Jump’s “Yu-Gi-Oh! Vol. 3.’ This manga 
contained a classic revenge tale, starring Seto 
Kaiba’s younger brother, Mokuba. Seto Kaiba 
had recently suffered a crushing defeat at the 
hands of Yugi Muto, so Mokuba created a 
chesslike game with original rules. Mokuba 


challenged Yugi to enter the contest—naturally, 
the Master Duelist could not refuse. 


Mokuba attempted to rig the game in his 
favor, but once Yugi got the hang of the rules, 
he soon discovered a way to beat Mokuba. But 
the Kaiba brothers were far from finished. In 
later mangas, both boys returned to challenge 
Yugi to Duels: a Kaiba never accepts defeat. 
Neither does Yugi. 


INTERING THE COLISEU 


ENTERING THE COLISEUM 


GETTING STARTED 


Welcome to the Capsule Monster Coliseum tournament, 
where you must square off against 24 other Champion 
Duelists for a chance at the title King of Capsule Monsters. 
Before you start your winning campaign, be aware of all 
your options in the Capsule Monster Coliseum environment. 
Get to know how the controls work and familiarize 
yourself with the basic flow of the tournament. 


MAIN MENU 


As you begin the game, 
access the main menu. 
From this screen, you have 
six options to choose from: 


NE Ga 


@ Campaign Mode 
1@ Free Battle Mode 
@ Versus Mode 

Wi Sound Mode 

@ Options 

@ Load 
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GAMPAIGN MODE 


Campaign Mode is the single-player game. Here, you enter 
the tournament and build an impressive collection of 
monsters. In Campaign Mode, you can challenge Duelists, 
manage your monsters, and view your monster collection. 

There is no backtracking in the single-player campaign. 
Once you win a match, you cannot replay that Duel unless 
you do not save the game and restart. 


FREE BATTLE MODE 


Free Battle Mode allows you to replay matches you have 
already won in the single-player game. The only difference 
is that you do not win extra monsters or extra Monster 
Points (MP). 


Yarnl You \ Use Free Battle Mode to 
>) DARK Ap experiment with monster 

“ae team combinations and 

Q try new strategies. With 

plenty of practice, you can 

take down your Dueling 

opponents and earn the 

coveted King of Capsule 

Monsters title. 


VERSUS MODE 


Campaign Mode is a single-player game, but Capsule 
Monster Coliseum also allows you to use the monsters you 
collect to compete in exciting two-player matches in Versus 
Mode. Here, two players load up their profiles and 
monster collections. Then you select a board and let the 
Dueling begin. 


Full descriptions of Free Battle and 

Versus Modes can be found in the 
“Play Modes’ chapter, as well as suggested rule sets 
for Versus Mode. 


SOUND MODE 


Sound Mode is the 
equivalent of a Capsule 
Monster Coliseum 
jukebox. Sit back as you 
sample musical selections 
from the game, such as 
the peaceful theme of 
Endless Site or the 
foreboding dirge from 
City of Redemption. 


Feed a 
Winds: 


FIA Otte Game Guide 


The Options menu allows 
you to tweak the 
presentation of Capsule 
Monster Coliseum. If 
you're tired of listening to 
NOTED Weevil Underwood taunt 
you, turn the character 
voices off. You can also 
change the sound from 
stereo to mono, 
depending on your television and speaker setup. Or, if you really 
want to feel every clash as you send your monsters into battle, 
turn on vibration to make your Dual Shock 2 controller rattle. 


SAVING & LOADING 


To preserve your progress, save your game after every 
single match. 


You can save up to 27 
games in a single save file. 
If you want to save more 
than that, slide a second 
memory card into your 
PlayStation 2 console. You 
will be prompted after 
every successful match to 
save your progress. You 
can also save your game at 
the Entrance Hall, available on the Campaign Mode’s main screen. 

When you return to Capsule Monster Coliseum after shutting 
off your PlayStation2, use the “Load” option from the main menu 
to select a save file and get right back into the tournament. 


CAMPAIGN MODE 


MEMORY CARD slot | 


Save Data 


4 Fletcher 


Total Play Time 14:09:16 

#007 © 010 « 005 + 005 

007 @ O07 109 
GAVAFletcher 

Total Play Time 18:52:29 

007 = 010 + 004 + 004 

© 008 o 006 <> 007 +n. 010 
GHwEFletcher 

Total Play Time 19:47:27 

@ O07 » 012 # 004 + 004 

© 008 © 006 9 007 «010 


Campaign Mode is the single-player portion of Capsule 

\ Monster Coliseum, where you settle into a series of matches 

against friendly (and not-so-friendly) Duelists, all 
gunning for the title King of Capsule Monsters. When 

| you begin a new game, you are immediately 


SE ans i 


begin a new game, name your save file, choose a Symbol, 
and select a collection of capsules. 


Capsule Monster Coliseum uses a ser 
abbreviations on the majority of its screens. 
Since this book will also use these 
abbreviations from now on, here's a quick run- 
down of what they all mean: 


Power Points (PP): Power Points are a 
monster's ‘life.’ Once monsters run out of PP, 
they can no longer be used in a match. 


Monster Points (MP): Each match begins with 
a designated number of Monster Points. Only 
select as many monsters as your MP will allow. 


The higher a monster's MP, the fewer 
monsters you can use in a match. 


Action Points (AP): Action Points are used 
when moving and attacking in a match. You 
only have a certain amount of AP per turn. 
When you run out of AP, you can no longer 
move or attack until your next turn. 


Attack (AT): The higher this number, the 
stronger the monster's attack strength and the 
more damage they can do to a rival’s monster 
or Symbol. 


Defense (DF): The higher this number, the 
more damage a monster is able to deflect. 


YOUR SYMBOL 


After naming your in-game avatar, you have the choice of 
§) yh 
purchasing a Starter Kit, which is a pre-assembled selection 


of monsters based on a single attribute. Or, you can build 
your own custom Deck. 

No matter how you choose to begin the game, you must 
select the attribute of your Symbol. Your Symbol is the in- 
game piece on the game board that represents you, the player. 
You do not fight with the Symbol, but the attribute you 
assign to it can seriously affect the outcome of the match. 


There are eight different attributes in the game. 


@ LIGHT 

@ DARK 

@ Woop 

@ FIRE 

@ WATER 

@ WIND 

i@ THUNDER 
l@ EARTH 


Each attribute is strong against a single attribute, and is 
weak against another. In battle, you are always wise to 
mismatch attributes and pit a monster against another 
monster with a weaker attribute. 


FARTH wooo 
af’ 


i@ LIGHT is strong against DARK 

@@ DARK is strong against EARTH 

i@ EARTH is strong against THUNDER 
i THUNDER is strong against LIGHT 
i@ FIRE is strong against WOOD 

@ WOOD is strong against WIND 

@ WIND is strong against WATER 

l@ WATER is strong against FIRE 


The attribute you select for your Symbol is extremely 
important, as it affects the potential performance of your 
monsters while Dueling. Monsters of an attribute that 
matches their Symbol receive boosts in attack strength and 
defense. Conversely, if you use a monster with an attribute 
that is weak against your Symbol’s attribute, they can lose 
precious Power Points (PP) and suffer lower attack power 
and defensive strength. 

For example, if your Symbol is DARK, any DARK-Type 
monsters (such as “Summoned Skull’) will enjoy 


significant attack boosts. However, if you include EARTH- 
Type monsters in your sortie (like “Rock Ogre Grotto #1’), 
they start the match with less PP than normal, as well as 
decreased attack strength and defensive capabilities. 


As tempting as it is to load your 
TI P \ collection with monsters whose 
& “ attribute matches your Symbol, this 
strategy can backfire. You will face Duelists that 
specialize in all eight attributes, and in a battle where 


the Symbol and monster attributes are stronger than 
yours, your chance of winning will decrease. 


As you accumulate 

experience points by 

Yami_Yugi b: winning battles, you can 
‘ * rE S upgrade your Symbol. You 
z can also increase the 


1 


amount of AP as you 
begin a round, the 
amount of your Symbol’s 
PP, and the degree of 
effect your Symbol has on 
monsters with a matching attribute. With every level, you receive 
three points that can be assigned to different Symbol upgrades. 
Your Symbol caps out at Level 10. 


‘©=Parameter t/— © =Bxit 


STARTER KITS 


If you choose to play with a Starter Kit rather than an 
initial monster collection that’s been custom-designed, you 
can choose from eight different teams. Each team is based 
around one of the eight attributes. Each Symbol begins 
with 500 MP, which are used to “purchase” monsters to 
augment your initial collection. 


There are specific 
advantages and 
disadvantages to each 


Deck O)_ Capsu 


( 178) ) 


attribute. Before you }  ticn  ed 
select a Starter Kit that i peo 
contains only one single 500) 
type of monster, find out ul 500) 4 


what you're getting for 
your precious MP. 


Attribute Chart Buy © -Retum 


LIGHT: These monsters are not the strongest attackers, 
but when leveled-up, they develop strong special attacks. 


DARK: These monsters can develop incredible strength, 
but they often require more MP to use. 


FIRE: FIRE monsters are powerful attackers, but they 
have low PP ratings, meaning they can be knocked out of 
competition faster. 

WATER: WATER monsters have good DF so you can 
withstand more enemy attacks while planning your own 
attacks. 


EARTH: EARTH monsters have high PP and AT, but many 
of them have limited movement options. (Not all, though. 
There are a few EARTH monsters with great range.) 


WIND: These monsters have excellent movement range 
and high AT, but their low DF leaves them vulnerable in 
enemy territory. 

WOOD: WOOD monsters have great DF and the 
majority of Wood monsters have low MP, so you can 
bring more into battle. However, they usually do not have 
impressive AT. 


THUNDER: THUNDER monsters can deliver devastating 
attacks, but they have little DF. 


When you purchase a Starter Kit, the monsters have 
already been selected for you. Not every monster in a 
Starter Kit, however, has the same attribute as your 
selected Symbol. Also, each Symbol that comes with the 
Starter Kit has a different level of starting AP, PP, and DF. 
Once you purchase a Starter Kit, you cannot select another 
one unless you reset the game. 

Here is a complete lineup of the monsters in every 
Starter Kit, so you can decide which Kit you might prefer 


before you commit. 


Symbol Stats: 
AP: 125 
PP: 270 
DF: 30 


Monsters: 


“Happy Lover” x 3 


a 


“Skelengel’ x 3 


“Genin” x 2 

“Fiend Reflection #2” 
“Haniwa’ x 2 
“Larvas’ x 2 

“Petit Moth” 

“Man Eater” 


Symbol Stats: 
AP: 110 
PP: 280 
DF: 30 


Monsters: 
“Kuriboh’ x 3 


“Feral Imp” x 2 
“Needle Ball’ x 2 
“Droll Bird” 


“Kurama’” 


“Steel Scorpion” x 2 


“Kaminarikozou’ x 2 


FIRE STARTER KIT EARTH STARTER KIT 


Symbol Stats: Symbol Stats: 
AP: 120 AP: 100 

PP: 180 PP: 400 

DF: 30 DF: 30 


Monsters: Monsters: 
“Flame Viper’ x 3 “Haniwa’ x 3 
“Firegrass’ x 2 “Torike’ x 2 
“Mechanical Snail’ x 2 “Larvas’ x 2 
“Steel Scorpion” “Rock Ogre Grotto #1” 
“Kaminarikozou’ x 2 “Happy Lover” x 2 
“Droll Bird” x 2 “Skelengel” x 2 
“Kurama’” x 2 “Genin” 

“Petit Moth” x 2 


WATER STARTER KIT 
WIND STARTER KIT 


Symbol Stats: : 
AP: 100 Symbol Stats: 
PP: 340 AP: 170 
DF: 30 PP: 160 
DF: 30 


Monsters: 
“Psychic Kappa’ x 3 Monsters: 
“Root Water” x 3 “Droll Bird” x 3 
“White Dolphin’ “Kurama’ x 2 
“Petit Moth” x 2 “Baby Dragon” 
“Man Eater” x 2 “Wicked Dragon with the Ersatz Head” 
“Sonic Maid” “Flame Viper’ x 2 
“Larvas’ x 2 “Firegrass’ x 2 


Symbol Stats: 
AP: 100 
PP: 200 
DF: 30 


Monsters: 
“Petit Moth” x 3 
“Needle Worm” 
“Man Eater’ x 2 
Sonic Maid” x 2 


“Psychic Kappa’ x 2 
‘Root Water’ x 3 
“Happy Lover’ x 2 


“Haniwa’ x 2 


Symbol Stats: 
AP: 140 

PP: 160 

DF: 30 


Monsters: 


“Steel Scorpion” x 2 


“Kaminarikozou’ x 2 


“Shovel Crusher’ x 2 


“Gear Golem of Moving Fortress” 
“Kuriboh’ x 2 
“Flame Viper” 


“Firegrass” x 2 


CUSTOM SYMBOLS 


If you prefer to personalize your Symbol in Capsule Monster 
Coliseum, forego the Starter Kit and build your in-game 
forces from the ground up. If you choose this route, you 
can select the attribute of your Symbol, as well as the 
shape and color of the attribute crystal’s base. 


Select which Symbol you 
poymbols want from the eight 

aes fi attributes. As tempting as it 

u i DG is to simply choose your 
favorite color, opt for the 
attribute that will give you 

; the greatest advantage while 

ere City : playing. Take a moment to 


Orci study the strengths and 
weaknesses of all of the 
Duelists you must battle in the Area Walkthrough section, which 
includes full monster lineups and the Duelist’s Symbol. 


VA complete list appears in the 
ei | ips “Monster List” chapter. Scope out 
“the monsters you want to collect and 


then choose the attribute that will benefit those 
monsters most. 


Remember that your Symbol’s 

attribute can have a negative effect 
on monsters. For example, if you select a DARK 
Symbol, EARTH-Type monsters will suffer 
significantly lower PP and AT, making them far 
more vulnerable in battle. 


ENTERING TELE COLISEUM. ; 


After selecting your 
Symbol attribute, choose 
a base from eight ; eS 
different pieces. The base 3 
has zero effect on your 
Symbol, but it’s a good 
way to customize your 

Symbol. Do you attach a ¢ y Meal 
DARK Symbol to the : sane aaa 
Fiend base to conjure - 
something sinister? Or perhaps the LIGHT Symbol belongs with 
the Palace base, creating something a little more regal? 


Next, select the color for 
your Symbol. Much like 
the shape of the base, the 
color has no effect on 
your Symbol in battle. 


Color 


Finally, you can change 
hewn the level of MP, PP, and 
Bo png 2 § AP your Symbol starts 
is PINK with. The amount of MP 
affects which monsters 
you can purchase initially. 
fey The PP and AP affect the 
ee starting levels of your 
Symbol as you enter the 
tournament. 


HP: 400 (400) 


As soon as you have finalized your Symbol, spend your 
MP on monsters in the shop. You are required to buy at 
least ten monsters. 


At this point, it is best to 
favor monsters that are 
positively affected by your 
Symbol. But don’t put all 
of your eggs in one 
basket! Round out your 
forces, as the Duelists in 
the first rung of the 
tournament have varied 
sorties that represent every attribute. 

This first team represents only the monsters you start with. 
Over the course of the tournament, you can purchase additional 
monsters or collect monsters from vanquished opponents. 

There are 200 monsters in the game. How many can you collect? 


Complete monster management and 

battle strategies can be found in 
“Capsule Monster Chess 101” and “Capsule 
Monster Strategies.” 


LET THE 
TOURNAMENT BEGIN 


You have selected your Symbol and assembled a small 


team of monsters—you're ready to begin Dueling for the 
title. The tournament uses a very simple structure. You 
must battle against twenty-five Duelists in five different 
Areas. As you ascend through the tournament ranks, the 
matches become progressively harder. You must be a 
Master Duelist if you want to take the title, so study up on 
the flow of the game and suggested techniques for a 


successful match before you enter your first contest. 


AREA MAP 


There are five separate Areas in the tournament. When 


you first access the Area map, only four of the Dueling 


arenas are visible onscreen. 


You have choices—you can 
either enter the next 

) available Area, or venture 
to the Entrance Hall. Only 
one Area is available at a 
time. You cannot head to 
another Area until you have 
completed all five matches 
in the current Area. 


AREAS 


When you are ready to Duel, select an available Area. You 
will immediately enter a lobby where you can select a 
stage for your Duel. 


Booenuem The Stage Selection screen 
ees imi Shows which board you 
will fight on, as well as the 
identity of your opponent. 
The screen also reveals the 

attribute of your 
opponent’s Symbol. It 
indicates which monsters 
are in the sortie (the 
monster army). To see exactly which monsters you will face in the 
match, enter the stage, 

If you press 4 on your controller, you can get a quick view of 
the board before entering the Duel. The game will give a small 
description of the board, hinting at environment changes or 
worrisome features. 


Condemned Warehouse 


¥ 


DARK 


Yami Yugi Tristan Taylor 


Se 


Choose Verify to visit the 
board and have a peek 
around, Investigate the 
map’s attributes, as well 
as the attributes of 
individual squares, by 
pressing ™. To zoom out 
and see more of the board, 
press 4 on your 
controller. There are two 
levels of zoom. Press 4 a third time to see the full map. 


While viewing the board in advance of a 
ag | iP battle, press [a> to cast a physical 
> “ grid over the board. This shows which 


squares you can move across. Impasse squares, where 
monsters cannot tread, are covered with a green layer. 


When you are finally ready to challenge your opponent, 
return to the Stage Selection screen and press X to enter 


the match. 


In Areas 1, 4 and 5, you must play 

the boards in order. Remember, the 
next match is available only after you win the 
previous match. However, you can play the boards 
in Areas 2 and 3 in any order you wish. 


CAPSULE MONSTER CHESS 101 


You can visit the Entrance 
Hall between matches to 
buy and sell new 
monsters, as well as 
manage your current 
collection. Save your game 
and access game options 
(such as audio or other 
choices) from the Entrance 
Hall’s main screen. 


MANAGING MONSTERS 


Over the course of the game, you will often make use of 


the Manage Monsters feature. From this screen, accessed 
via the Entrance Hall, you have the option to assemble 
your team of monsters or view your current monster 
collection. 


This top screen shows you 
exactly how many 
monsters you have in your 
Capsule Deck, which is 
the number of monsters 
you take into battle with 
you. The remainder of 
Capsule Deck your monsters, called 
eee emammemeese| Capsule Stock, is kept in 
reserve until you either 
move them into your Capsule Deck or sell them at the shop. 


Build Unit 


Monster Collection 


BUILD UNIT 


Select Build Unit to assemble those monsters you wish to 


take into battle. Only fifty monsters are allowed in your 
Capsule Deck at any given time. When you begin a match, 
select monsters from your Capsule Deck to represent you 
in battle. 


If you want to add or 
trade out a monster, select 
the monster and press 
to access your current 
stock of capsules. Scroll 
through each attribute \ > 
with the and (3) [ons Har | 

buttons, revealing which @_DARK “Tay 2 EXP 86 

monsters of that type are 2ST a 258 oe WIG TES ne 
available in reserve. Select 

a monster from reserve to add to your Capsule Deck. 


If you do not have fifty monsters in 

your Capsule Deck, any monster you 
buy and win in a match will automatically be 
added to the Capsule Deck. Once you have fifty 
monsters, each additional monster goes straight to 
the Capsule Stock. 


From the Build Unit screen, you can view quick 
information on your monsters, including their current 
level, AT and DF, movement and attack patterns, MP, PP, 
and AP. For detailed stats, press X to bring up a fullscreen 


view of the monster. 


MONSTER SCREEN 


While building a Capsule Deck, you can check the 


individual monster's stats and characteristics. This will 
help you determine if it is a good fit for not only your 
unit, but for the board you are about to Duel on. In the 
shop or on the Select Monster screen, press A to call up a 
monster's capabilities. 


Capability O= Cove 
J) Blast Jugglor 
‘ ‘Capsute tate 
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1. Level: The monster's current level. 


2. Experience: The monster's current amount of 
experience and the amount required to 
advance to the next level. 


3. AP: The amount of AP required to move or attack, plus 
the amount of AP the summoned monster contributes 
to the overall AP. 


4. MP: The amount of MP required to use the monster in 
a match. 


5. PP: The amount of PP the monster currently has left. 


6. Capsule Info: The amount of PP and DF of the monster 
when still in capsule form. 


7. Attribute: The monster's attribute. 


8. Type: The monster’s type, which does not have an effect 
on the monster’s battle capabilities in Capsule Monster 
Coliseum. 


9. Attribute Effect Rates: The amount of effect that board 
and Symbol attributes have on the monster. 


10. Affected Stats: Only PP, AT, and DF are affected by 
attributes. The original value is shown in parentheses; 
the amount of after-attribute effects that have been 
factored in appears to the left. 


11. Attribute Effect: This table shows how the different 
attributes—Symbol, map square, and board—affect the 
monster's PP, AT, and DF. 


If you press @, you can 
view the monster's 
movement and attack 
patterns, as well as any 


Move 5X3 Attack 


Special Ability (SPA) the 
monster has learned and 
how much AP it takes to 


Self-Destruct 

Inflicts damage on all pieces, 
within the attack range. 

Monster self-destructs after use. 


use it. Different SPAs ally 


include: 


a Damage enemy monsters 
@ Restore your monster's health 
(@ Increase your monster’s AT and DF 


1 Lower enemy monster AT and DF 


PRIA Otfiatal Genne Cuiidle 


You can view any monster's 

characteristics during a match. Place 
the cursor on the summoned monster and press 4. 
You can also view any summoned enemy monster's 
individual stats this way, too. Knowing the strengths 
and movement patterns of enemy monsters will 
help you make better choices in a Duel. 


MONSTER GOLLECTION 


The Monster Collection 
screen allows you to see 
how many of the 200 
monsters you have 
collected. The monsters 
are sorted by attribute; 
scroll through this info 
using 2) and (3). 
Monsters you have not 
collected yet will appear 
as gray squares. The percentage number in the top right corner of 
the screen shows how many monsters you currently have—out of 
a possible 200. 


Enter @ =Exit 


View a gallery of your 
monster's 3-D 
representations used in 
the actual game. Either 
look at the monster's 
piece, or the full model in 
battle scenes. 


___ Monster Collection _ 


SHOP 


Yugi’s Grandpa runs a shop where you can buy and sell 


monsters to use in matches. At the end of every successful 
match, you win MP that can be traded here for new, bigger 
monsters. Or you can get monsters you passed over earlier, 
but want to add now to fill out your collection. 


Grandpa has a limited 
number of monsters in 
stock. You cannot buy 
multiples of a specific 
monster, only what is 
available in the shop at 
that given moment. 


Sn MP 7360. 


em ER 


Grandpa 
What would you like to do? 


cama tena ( Scroll through Grandpa's 

eens stock using the control 
‘ fee stick. The monster's 

attribute and MP amount, 
as well as its Level 1 stats, . 
appear onscreen where lonsters come and go in the shop, whether you buy 
you shop. Access more not. If you see a monster you want, consider 
information about the plurging on it there and then. After completing an 
monster by pressing 4. | Area, the monster may disappear from stock and not 
New monsters pecoie available all the time. After you finish off be available again until the next time you begin the 
an Area, be sure to stop by the shop, as Grandpa will have a slew | tournament. 
of new monsters for sale. Keep checking back in with Grandpa \ 
between matches to see if he has acquired any new monsters that 
may help you in an upcoming battle. You never know what you 
might find. 


Atiribute Chart 


Here is a list of monsters that can become available at Grandpa's Shop throughout the game, sorted by Area. 


Area 1 


Monster : Attribute 


“Feral Imp” DARK 
“Kuriboh” DARK 
“Right Leg of the Forbidden One” DARK 
“Haniwa’” EARTH 
“Larvas” EARTH 
“Firegrass” : FIRE 
“Flame Viper’ } FIRE 
Kaminarikozou” THUNDER 
Steel Scorpion” THUNDER 
“Psychic Kappa” j WATER 
“Droll Bird” WIND 
“Kurama” WIND 
“Man Eater” : WOOD 
“Petit Moth” WOOD 


snes cae 


CuI 


Area 2 


Monster 


“Left Leg of the Forbidden One” 
“Needle Ball” 


DARK 
DARK 


“Summoned Skull’ 


“Anthrosaurus” EARTH 68 60 235 29 11 
“Rock Ogre Grotto #1” EARTH 61 5S 233 128 14 
“Fire Reaper” FIRE (0) SS 174 53 10 
“Flame Manipulator’ FIRE 120 110 200 54 14 
“Mechanical Snail’ FIRE 120 98 198 S4 14 
“Fiend Reflection #2” LIGHT 88 92 258 104 34 
“Genin” LIGHT 76 60 246 01 29 
“Lucky Trinket’ LIGHT 62 56 242 O1 28 
“Prisman” LIGHT 90 80 244 102 30 
“Time Wizard” LIGHT $3 48 238 100 25 
“Gear Golem of Moving Fortress” THUNDER 150 94 175 [37 eu 
“Great White” WATER 139 120 224 123 48 
“Penguin Soldier’ WATER 50 60 205 114 44 
“White Dolphin” WATER 44 $4 225 12 40 
“Baby Dragon” WIND 89 83 170 30 42 
“Crow Goblin’ WIND 180 125 202 Al S1 
“Wicked Dragon with the Ersatz Head” WIND 100 69° 187 27. 44 
“Kumootoko” WOOD 85 0) 230 iP 36 


“Needle Worm’ WOOD 5S 60 225 121 oO 
“Sonic Maid” WOOD 85 115 235) 123 33 
“Spiked Snail’ WOOD 91 96 231 121 35 


Area 3 


Monster — 

“Curse of Dragon” 

“Dark Magician Girl’ 

“King Tiger Wanghu’” 

“The Statue of Easter Island” 
“Blast Juggler’ 

“Charubin the Fire Knight’ 
“Fairy’s Gift” 

“LaMoon’ 

“Petit Angel” 

“Electric Lizard” 

“LaLa Li-oon’” 

“Two-Mouth Dark Ruler’ 
“Krokodilus” 

“Toad Master” 

“Yado Karu’ 

“Dancing Elf 

“Faith Bird” 

“One-Eyed Shield Dragon’ 


Attribute 


DARK 
DARK 
EARTH 
EARTH 
FIRE 

FIRE 
LIGHT 
LIGHT 
LIGHT 
THUNDER 
THUNDER 
THUNDER 
WATER 
WATER 
WATER 
WIND 
WIND 
WIND 


“Winged Dragon Guardian of the Fortress #1” WIND 


“Gokibore” 


“Kamakiriman” 


WOOD 
WOOD 


| Bootar tr ke oe rr 
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Area 4 


Monster | Attribute 


“Dark } Magician - DARK 
“Left Arm of the Forbidden One” DARK 
“Gazelle the King of Mythical Beasts’ EARTH 
“Masaki the Legendary Swordsman’ EARTH 
“Garoozis” FIRE 
“Molten Behemoth” FIRE 
“Ocubeam” LIGHT 
“Skull Guardian” LIGHT 
“Akakieisu” THUNDER 
“Bolt Penguin’ THUNDER 
“Giant Mech Soldier’ THUNDER 
“Machine Attacker’ THUNDER 
“Mech Bass’ WATER 
“Twin-Headed Behemoth” WIND 
“Tyhone’ WIND 


“Green Phantom King” 


King Coliseum 
Monster 
“Slot Machine” 
“Battle Steer” 
‘Judge Man” 
“Performance of Sword” 
“Sengenjin” 
“Flame Cerebus” 
“Tyhone #2” 
“Yamadron” 
“Carat Idol’ LIGHT 
“Luminous Solider’ LIGHT 
“Seiyaryu” LIGHT 
“Cyber Soldier” THUNDER 
“Royal Guard” THUNDER 
“Steel Ogre Grotto #1” THUNDER 
“Steel Ogre Grotto #2” THUNDER 
“The Immortal of Thunder” THUNDER 
“Crab Turtle” WATER 
“Grappler” WATER 
“Dungeon Worm” WIND 
“Lesser Dragon” WIND 
“Queen of Autumn Leaves” WOOD 


NOTE 


SELLING 


You can earn MP by selling monsters to Grandpa, but you 
can only sell those in your Capsule Stock. Monsters in 
your Capsule Deck cannot be traded in for MP until they 
are removed from the Deck. 


PLAYING A MATCH 


Once you have assembled your Capsule Deck, let the 


matches begin! From the Area Select screen, choose the 


next Dueling Area and select an available board. 


A brief, aerial overview of 
the board appears and 
you meet your opponent. 
Sometimes the 
: conversation is pleasant— 
aad / i : but some nasty Duelists 

= in the tournament think 


Yami Yugi 
So you're my next opponent... Ishizu! 


nothing of taunting Yugi 
before the match. 


BEGINNING OF A MATCH 


After you have met your opponent, select the Attack Order 


of the match. 


The player who draws the 
highest number is 
allowed to choose 
whether to attack first or 
second. If you choose to 
attack first, your 
opponent can choose a 
staging area of the two 
that are available, as well 
as place pieces on the 
board first. If you choose to attack second, you get to select the 
staging area and your pieces first. 


STAGING AREA 


The staging area is where you begin the match. Each board 
has two designated staging areas, marked by blue and red 
ys on the squares. Place your Symbol and monster 


capsules inside the staging area. 


If you attack second, you 
can switch staging areas. 
This is sometimes 
beneficial, as certain 
squares have attributes 
that could increase your 
monsters’ performances 
in the match. Scroll 

‘ : B) around each staging area 
to see if there are nearby squares that can help your monsters. 


SELECTING MONSTERS 


Once you have a staging area, it is time to select your 


monsters. 


Each board has a specific 
amount of MP you can 
draw from while selecting 
monsters, as well as a 
maximum number of 
monsters you can put 
into play. This is noted at 
the top of the Select 
Monster screen. 

Sort your monsters by MP, level, attribute, PP, or AP with (2 
and (Ri), It’s helpful to judge your monsters by attribute and MP, 
as they can have direct effects on the beginning of the match. 


Suniloe 


Yami Yugi \. 


DARK AP376 


Often, stronger monsters have greater 
yy, \ MP. If you select only powerful 
S Ti Pp 2 monsters, you must make do with 
fewer monsters on the board. While you 


will certainly be able to dish out some damage, it may 
limit your attack options. 


After you position your 
Symbol on the board, 
place your monster 
capsules. Capsules can 
only be placed within your 
staging area. The cursor 
will show you the 

savant movement and attack 

Dis : pattern of your monster. 
Placement of a monster 


is not final until you confirm that all of your monsters have been 
placed. Until then, you can rearrange things as many times as you 
like, switch out monsters from those you selected, and move 
capsules freely around the staging area. 


If your Symbol and monsters share 

an attribute, there is no extra effect 
for placing a monster closer to the Symbol at the 
beginning of a match. The Symbol effect on 
monsters with a matching attribute affects the 
entire board. 


y «When placing your capsules, consider 
] | Pp each monster’s movement 
> “ patterns. You want absolute 


flexibility, so try not to corner your monsters or place 
them behind impasse squares at the beginning of the 
match. Rotate the board with ©) and [&D and zoom out 
to view the entire area before placing your monsters, 
and starting the match. It’s also helpful to look at the 
map with the grid feature turned on to verify which 
squares block movement and attacks. 


SUMMONING AND 
MOVEMENT 


As soon as your monster capsule placement is confirmed, 


the match begins. Now, since all of your monsters are still 
in their capsules, summon them out before moving and 
attacking your opponent's sortie. 


SUMMONING 


When you begin a match, you have a limited amount of 
AP. AP is what allows you to move your monsters around 


the board and attack. Each board has a maximum amount 
of available AP, but no matter how many times you have 
leveled-up your Symbol’s starting AP, you will never fill 
the AP meter entirely at the start of a match. 

Yami Yugi Ne The amount of AP you 
receive at the beginning of 
each turn is increased by 
summoning monsters. 
Each monster has an AP 
rating, which shows how 
much AP is consumed 
when they move, as well 

cee as how much AP they will 
add to the overall AP you receive at the beginning of each turn. 
The more monsters you summon, the more AP you will receive 
at the beginning of every turn. If you have enough monsters and 
your Symbol has a decent amount of starting AP, you can fill up 


220 (F386) 


DARK AP at 


100/ 100 § Advantage 


the AP meter every turn. However, powerful monsters often 
consume more AP, meaning you can make fewer moves during 
that specific turn. 

Monsters cannot move during the same turn they were 
summoned. Wait until your next turn before sending that 
monster into battle. 


MOVEMENT 


Once a monster can be moved, select it from the board 


with the cursor. Now check to see which movement and 
attack patterns are available for that monster. 


Movement options are a 
Yami Yugi \o 


shown with blue squares. 
Attack options are 
displayed with orange 
squares. When you move 
the cursor over a blue 
square where you wish to 
move, two meters appear 
above the square that 
show how that space 
affects the monster’s AT and DF. Some squares have attribute 
effects—always keep an eye on them. 


DARK 


View your monster's 
current stats, as well as its 
attack and movement 
options, by placing the 
cursor on the piece and 
selecting Capability. On 
vib the second page of the 
AT=12 Monster screen, three 
charts dictate the 
monster's movement 
range as well as its attack range and any special attacks/abilities it 
may have. 


Move FR)2) “Attack G6 


Lightning Strike 
Inflicts damage on 
all enemies within 


Before moving your pieces around the j 
Z Tid P \_ board or attacking, place the cursor 

a 7 over your opponent's monsters. You 

can view each monster's stats as well as 

its movement/attack ranges. This will help you gauge 


the best places to put your monsters on the board to 
keep them out of harm’s way. 


Moving consumes AP. When you run out of AP, your turn 
ends. Every monster uses a different amount of AP to 
move or attack. You can move your Symbol one space per 
turn, which consumes 50 PP, no matter what level or what 
attribute it has. 


PATTERNS 


Three movement and attack patterns are 


possible. Some monsters can only move or 
attack in a straight line, while others move and 
attack diagonally. 


Tat Vat %: The third pattern is a 

DARK. Ap oat GON starburst that extends 
v4 outward from the 
monster at least two 
squares. A monster can 
effectively hop over a 
square, or attack from 
two squares away 


PELs 


without having to move. 


Monsters with long-range movement 
LTI Pp \_ patterns can sometimes “jump” 
‘ 7 over crevices and breaks in boards, 
as long as their blue lines extend across the green 
impasse squares. 


ATTACKING 


Once you are close enough to an opponent's monsters, 
initiate your attack. Don't forget to verify that your 
monster is close enough to the enemy monster for a 
successful attack. 


"Yami Yor \ ail While it is true that you 

DARK AP g E can attack after moving 
: during the same turn, you 
will not be able to move 
after attacking. You must 
wait until the next turn 
before moving your 
monster again. 


Monsters can attack without 
moving, but it uses the same AP as if 
you moved and attacked in the same turn. 


3 When you select a 
monster to attack, two 
charts appear on the 
screen, one for each 

| monster involved in the 
skirmish. The charts show 
how much power the 
attacking monster is 
using, versus how much 
damage the other monster 
will take. The charts also display how much AT the attacker has, 
as well as how much DF the defending monster has. If the 
monsters are mismatched, the charts will say which monster is at 
a disadvantage. 


Yami Yugi \ 
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Select whether you want 
to watch a short cutscene 
of the battle involving two 
3-D models of the 
monsters in action. 


Every attack earns your monster experience points which 
help level it up. If a monster's attack destroys an 
opponent's piece, the amount of experience points earned 
rises significantly. 


ATTACKING SYMBOLS 


If you can get close enough, you can attack your 
opponent's Symbol. Destroying a Symbol ends a match in 


victory, no matter how many enemy monsters are left on 
the board. However, only monsters destroyed during a 
match can be collected at the end of a match. So, if your 
opponent has a monster you really want, always defeat it 
before closing in on the Symbol. 


ATTACKING CAPSULES 


If you have monsters able to move into enemy territory 
quickly, you can attack your opponent's monsters while 
they are still inside their capsules. Capsules have different 
PP and DF amounts than summoned monsters—the PP is 
often lower, making the monster easier to eliminate. If you 
strike down a capsule before your opponent summons a 


monster from it, you prevent your opponent from using it 
in play. 


Ifyou destroy monsters in this way, 
you can still collect them at the end 
of a match. 


SURRENDERING 


When the match starts going poorly, you have the option 
to throw in the towel. Select Surrender to prematurely end 
the match. While surrendering does not affect your overall 
ranking in the tournament, you must forfeit any 
experience earned over the course of the match. When 
surrendering, you have the option of either starting 
the match over again from monster selection, or 
returning to stage selection. 


MAP ATTRIBUTES 


Almost every board has its own attributes which affect the 


monsters in play. Particularly dim boards may offer an 
increase to DARK-Type monsters, while sunny boards 
provide an extra boost for LIGHT-Type monsters. Consider 
a map’s attributes before choosing your monsters, as a 
particularly powerful monster may have its AT power 
lowered if its attribute is at a disadvantage. 


Some map attributes are 
on a square-by-square 
basis. These attributes are 
called Land Forms. For 
example, a stream’s Land 
Form is Water, which 
gives a boost to WATER- 
Type monsters and 
negatively affects the AT 
and DF of FIRE-Type 


monsters. If used properly, board attributes can really turn a 
match to your favor. 


Map attributes often change over the course of a 
match. Environment effects, such as floods and 
volcanic eruptions, can not only change the overall 

_ board attributes, but also affect individual Land Forms. 


END GAME 


When you win a match, you collect experience points and 
bonus MP. You also have the opportunity to collect 
monsters from your opponent. 


After each match, you are 
awarded extra MP to use 
in Grandpa’s Shop. You 
400 points earn bonus MP for 

RTs attacking mismatched 
monsters, using the board 
attributes to your 
advantage, or for winning 
the match quickly. 


Monster)Points Rarned) 


Clear Bonus 


487 poins 


Experience points earned 
during a match are 


istri > 122 122 +1) 70% 70 
distributed among all | B tepitag STOW: 10 
surviving monsters and Day is 12 

2 30 % 21132 % 
your Symbol. Any P : W042 132% 


monster that crosses the 
100-point mark can move 
to the next level, which 
increases many of their 
stats (PP, AP, AT, and DF) 
and how much your Symbol and map attributes affect them. 


Finally, you are able to 
choose monsters from 
your opponent's sortie. In 
the beginning, you can 
only choose two of your 
opponent’s monsters, but 
in later matches you can f peer ee 

pick up to three. 1 


Barrel Dragon 


Steel Scorpion 


Try to select monsters that you cannot 
eZ j iP \_ buy in the store, as well as those 
S 7 that would best compliment your 


Capsule Deck. 


“CAPSULE MONSTER STRATEGIES. 


CAPSULE MONSTER § 


CAPSULE DECK 
ASSEMBLY 


Success in the Capsule Monster Coliseum tournament can 


be decided before you even agree to a match. You may be 
the best Duelist that the tournament has ever seen, but 
without a winning collection of monsters, victory is an 
elusive beast. So much depends on having the right 
monsters for the battle—a potent blend of monsters that 
exploit not only your Symbol’s strength, but also your 
adversary’s weaknesses. 

As you play the game, you can purchase additional 
monsters from Grandpa's Shop, as well as collect new 
capsules from vanquished opponents. As tempting as it is 
to buy only the monsters you personally favor, to win you 
must have a collection of monsters that can serve you in 
any situation. 

The key to winning is outsmarting your opponent. 
When you agree to a match, you only know your 
opponents Symbol attribute. This gives an indication of 
their monster selection, but you only learn which 
monsters are in their sortie once you commit to the match. 
Of course, you could always check out each Duelist’s 
monster lineups in the next chapter. To win, you will need 
a combination of monsters that can counter every move, 
absorb damage without falling, and use each board’s 
attributes to their advantage. 

It all starts with your Capsule Deck. 


WELL REPRESENTED 


Naturally, you want an abundance of monsters that share 
the same attribute as your Symbol, since it results in those 
monsters receiving AT and DF boosts. When you really 
start leveling-up your Symbol and monsters, that increase 
can be titanic enough to swing entire matches. A mid-level 
DARK monster teamed with a Level 9 DARK Symbol can 
attack with the ferocity of a high-level monster without all 


the extra time and experience points. 


If you follow this formula 
throughout the entire 
game, you will encounter 
problems when you face 
“ : Duelists who pad their 

11 Geen ae aa! A 
195% S teams with monsters that 
qh smash your attribute. For 
instance, you may have a 
potent squad of EARTH 
monsters, all at decent levels. You are able to decimate a 
THUNDER monster with a single blow, but as soon as an 
opponent sends a powerful DARK monster into the arena, you 
can also sink faster than stone. 

The other caveat is that, with few exceptions, no rival Duelist 
enters a match with only one type of monster. Let’s use the Valley 
of Howling Winds stage as an example. 


Illusionist Faceless Mage 
= Capsute tuto 
Hine 4 Exe New 93 | 
APA ze 
PP 344/344 ~ 

DARK. Spellcaster 


Sure, Mai Valentine may 
favor WIND-Type 
monsters, especially since 
she is fighting on a board 
with a WIND attribute 
boost and her Symbol is 
Wind. Sending in a sortie 
dominated by WOOD- 
Type monsters makes 
sense initially because 
WOOD is strong against WIND, but she also has three FIRE-Type 
monsters: “Jigen Bakudan,” “Flame Manipulator,” and 
“Mechanical Snail.” So, if you enter this challenge with only a 
collection of strong WOOD monsters, you will get burned. Literally. 


Yami Yugi \ 


DARK 


You need WATER monsters, 
and not just weak WATER 
monsters like the “Root 
Water’ you bought in the 
beginning of the game. Just 
pushing that piece onto the 
board can spell disaster 
because “Root Water” 
cannot extinguish all three 
FIRE monsters before Mai 
takes it down with one or two of her four WIND monsters. 

The solution? Always be on the lookout for more powerful 
monsters of each and every attribute—even if that monster does 
not match your Symbol. If you are playing the game with a 
Dark Symbol, you know you are going to face opponents 
like Mai with FIRE monsters, so buy WATER monsters 
like a “Penguin Soldier” or “Great White’ from the 
shop or collect WATER monsters from other 
opponents. 


rey eH 


Se ean 


aa Wh 


For example, if you 


“Yami Yugi 
DARK a challenge and defeat 
x, Mako Tsunami before you 
play against Mai 
Valentine, you can collect 
his powerful WATER 


monster: “Fiend Kraken.” 


Now you have a better 
selection of monsters to 
use against the fierce Mai 
Valentine. You can still 
enter DARK monsters for 


Yami Yugi \. 


382 (+500) 


DARK AP som 


the added AT and DF a Tes 
boosts to issue general 141)> 124 , 
attacks, but you have F oe, 198/198 


# 17/14 


better WATER monsters Dba 
that can wash away Mai’s 
FIRE monsters when they come crawling across the board. 

What about Mai’s WIND monsters, that receive increases in AT 
and DF because of her WIND Symbol? That’s why you need a 
decent selection of WOOD-Type monsters, which you may have 
bought at the shop, or perhaps you collected the “Cockroach 
Knight” and “Larvae Moth” from your match with Weevil 
Underwood. 

Always be prepared for any battle, so that you are never at a 
disadvantage against your opponent’s monster selection. Yes, the 
next chapter reveals every Duelist’s monsters, but the appropriate 
monsters must be found in your active Capsule Deck to use them 
in battle. Having a great WATER monster does you no good 
against Mai Valentine if it’s still in your Capsule Stock. 


y « No matter what attribute your 
x TI Pp x Symbol is, it is always wise to level- 
up monsters from every attribute. 

High-level monsters that match your Symbol will be 
ferocious, but those monsters can be mismatched with 
an opponent’s monsters. Have a selection of high-level 
monsters from all attributes; this will make later 
matches in the tournament much easier to manage. 


PRIMA tic alkane 
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PRIME MONSTERS 


You may have monsters in your collection that represent 


each of the eight attributes—but not all monsters are 
created equal. Some are very powerful, but there is always 
a trade-off Sometimes the most powerful monsters use an 
enormous amount of MP, which limits your options when 
selecting capsules before a match, 

From the total lineup of monsters, here are some of the 
best from each attribute. Keep an eye out for these, 
especially if they match your Symbol attribute. 


These lists do not include monsters 

you unlock by evolution or fusion. 
These are monsters you can collect after matches 
or purchase at the shop. 


GIs 


“Blue-Eyes White Dragon” 
“Giltia the D. Knight’ 


“Luminous Soldier’ 


“Skull Guardian” 


DARK 


“Summoned Skull” 
“Pumpking the King of Ghosts’ 
“Ryu-Kishin” 
“Loa” 


‘Red-Eyes B. Dragon” 


EARTH 


“King Tiger Wanghu’” 


“Performance of Sword” 
“Sengenjin” 
“Super War-Lion’” 


“Two-Headed King Rex” 


THUNDER 


“Giant Mech-Soldier” 
“Royal Guard” 

“Sanga of the Thunder” 
“Steel Ogre Grotto #2” 


WOOD 


‘Javelin Beetle” 
“Queen of Autumn Leaves” 


WATER 


“Fortress Whale” 
“Grappler” 
‘Suijin’” 


WIND 


“Crow Goblin” 
“Kazejin’ 


“Parrot Dragon” 


FIRE 


“Crimson Sunbird” 
“Garoozis’ 
“Molten Behemoth” 


“Ryu-Ran’ 


FUSION AND 
EVOLUTION 


You can collect only so many monsters from opponents 
and purchase only certain ones from Grandpa's Shop. To 
unlock the most powerful monsters in the game (and 
complete your monster collection), you must fuse monsters 
together or help monsters earn enough experience points 
so they can evolve into their secondary form. 


However, once you fuse monsters together, or allow a 


monster to evolve, it cannot revert to its original form. You 
must collect the monster again if your goal is to have a full 
gallery of 200 monsters. Fusion formulas and evolution 
charts can be found in the Monster List. 


FUSION 


Fusion is the process of combining monsters to create an 


entirely new monster. Most Fusion Monsters are created 
with only two monsters, but others require three or five. 
Fusion Monsters are typically more powerful than their 
original forms, but there is something to be said for having 
two powerful monsters versus one super-powerful monster. 


% % Monsters can only fuse 
after they have been 
raised to Level 2. Place the 
required Fusion Monsters 
in your sortie. The 
“Fusion” option then 
appears in the menu. 
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Once you select “Fusion,” 
review the monsters you 
are about to give up 
against the one you are 
creating. If you decide to 
go through with the 
fusion, the new monster 
will be created, but won't 
be available to move or 
attack until the next turn. 


eta of Post Fuson Moratcr 
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When you fuse monsters together, not 
XTI P \ only do you “lose” them from your 
ES ~ collection, but you effectively take 
them off the board to create a single monster. This limits 


your attack options, so you may consider waiting until 
just before the end of a match to create the fused monster. 


EVOLUTION 


Evolution is the process of leveling-up a monster until it 


has enough experience to transform into another, more 
powerful monster. Different monsters evolve at different 
levels: Keep playing with your monsters so the most 
complete evolution occurs. 

Evolution is not mandatory to finish the game, but the 
super powerful monsters you unlock through evolution 
will surely cause your foes to tremble. Follow three steps 
in the evolutionary process: 


When a monster reaches a 
certain level, the new 
option “Evolve” will 
appear whenever you 
select the monster with 
the in-game cursor. 
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If you select “Evolve,” two 
monster charts appear on- 
screen. The chart on the 
left shows the monster in 
its current form. The 
chart on the right shows 
the monster it will turn 
into, complete with all 
relevant stats, such as AT 
and DF. Notice, though, 
that the monster returns to level one. 


Details of Post Evolve Monster 


Move 3 Attack HR2 


Move FR3 Attack FBZ 


|iwanepve 
Whe a monster evolves i becomes ; 
MD Nitferen Level | mote. | Caneel | 


ee, If you choose to go 
through with the 
evolution, Yugi will 
appear and call upon the 
monster to take its new 
form. The monster will 

} evolve, but remember, it 
cannot move or attack 
until its next turn. 
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When a monster evolves, its original 

form disappears from your Monster 
Collection. You must recapture the monster or 
purchase the original form from the shop again if 
you want to complete your collection. 


MATCH STRATEGIES 


You have a well-rounded Deck. You know which monsters 


you want to fuse and which you want to evolve. Now it’s 
time to put it all together in actual battle, where it really 
counts. Matches consist of much more than monsters 
attacking each other. Just lining up attributes will not 
always win the battle—you may eventually win, but you 
may lose more monsters in the process than necessary. 

A certain amount of finesse is required to really seize the 
match and punish your opponent. You must truly learn to 
understand how monsters move around on the board, as 
this will allow you to outmaneuver your opponent. Know 
when to play defensively and when to stage an all-out 
assault on your opponent's position. 


BLIND SPOTS 


Fortunately, there is no time limit in a match. Take as long 


as you want to move around the board and pick apart an 
enemy's sortie. As long as you have AP, youre still in the 
game. Use this time to study monster movement and 
attack patterns. 


The monster list at the Yani Yost 
end of this book details SPARK AP aa 
the movement and attack 
ranges of all monsters in 
the game, and you can 
always position the 
cursor over an enemy Ha l, Be 
monster to look at their ale es 
stats and range. ad 2 
Use this information to plot your movements. The best tactic is 
not just to mismatch attributes to your advantage, but to also 
make moves that position you in your opponent's blind spots— 
places on the board that they cannot reach in the next turn. 


Example 1: If van 

you encounter | lt evemy 

an enemy that | Arrack 
can only move | {J Movement 
or attack in a 


straight line, you can easily 
exploit it. Count the number 


of spaces the monster can 


move, then position yourself 
just outside their attack range, or place your monster in 
the square diagonal to their final position. 


| Example 2: If your enemy can 


only attack diagonally, move 
into the square directly in 
front of the farthest square 
where they can move on the 
next turn. However, beware of 


a monster that can move far 


enough sideways to get you 


with their diagonal attack 
pattern. 


Example 3: If you have an 
enemy that attacks in a 
starburst pattern, outside of 
their final movement position, 
place your monster in a square 
where they cannot reach you, 
no matter where they move 
on the next turn. If the 


monster can only move ina 


straight line, end your turn on a square diagonal to it. No 


matter what direction it slides on the next turn, you 
remain completely out of reach. However, don't stay put, as 
on the next turn the monster will be able to reach you 
unless you move again. 


9, «_ It is easy to figure out enemy 
< l iP > movement and attack patterns 


when you turn on the grid. 


Remember, you can always test your moves and attacks 
before committing to them. Select “move,” then try out 
where you want to go. At the end of the move, choose 
“attack” to see where you can reach. If you are displeased 
with your options, press ® to take back the attack and move. 
Once you begin an attack, though, there is no going back. 


AGGRESSIVE PLAY 


As soon as your opponent's monsters have been revealed, 


quickly assess what you're up against. If you have a sortie of 
monsters that can easily trounce your opponents, naturally 
youll want to launch a firm attack. But if the sortie appears 
to outclass your monsters, you may be tempted to hold 
back—which isn’t necessarily the best strategy. 

If your monsters are weaker or the attributes are not in 
your favor, you could possibly compensate with brute 
force. As they say, safety in numbers. 


Move forward on the 
TACT) board with monsters that 
can cover a lot of ground. 
Surround one of your 
opponent’s monsters and 
attack with multiple 
strikes. You cannot land 
critical hits because your 
monsters have a lower AT 
or the attributes don’t 
line up, but two or three attacks in a single turn can take down 
a monster. 
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Of course, this leaves your monsters closer to enemy territory. 
This is a dangerous place to be if your monsters are outclassed. 
Fortunately, giving the enemy multiple targets means they may be 
tempted to strike a blow to each monster and spread the damage 
rather than try your tactic of ganging up. 


Z , Always inspect the move and attack 
= | j P A patterns of your enemy monsters 
before trying this tactic. Sometimes 


you can slide into a position they cannot attack on the 
next turn. 


One good thing about going on the offensive right away is 
that every now and then the Duelist will instinctively fall 


back, even if those monsters are more powerful than 
yours. Should your opponent start to pull back, press 
further into the ranks and gang up on another monster, 
or use the respite to fall back yourself: 


If you begin aggressively 
and never let up, you may 
be able to surround 
enemies before they get 
very far from the staging 
area. From this 
advantageous position, 
you can attack as they 
attempt to enter the main 
part of the map. 

There are drawbacks to getting too aggressive during a match. 
Your opponent may decide that you don’t have the power to back 
up your initial push—and push back. If you move one of your 
more powerful monsters too close to enemy lines, it may destroy 
one or two enemy monsters, but should your opponent go on the 
offensive, you may be too far into the ranks to pull back before 
the monster is eliminated. 


DEFENSIVE POSITIONS 
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The other extreme is to play defensively. Rather than make 
a mighty push and show of bravado, cool your heels for a 
couple turns and prepare for action. A great number of 
benefits can accrue from playing it safe and letting your 
opponent get up a head of steam. If you're smart, you can 
deflate the other Duelist before they cause much damage. 
If your opponent goes on the offensive immediately at 
the beginning of a match, you may want to hold back and 


plan a counter-attack instead of meeting at the center of 
the board. Study your opponent's move and attack 
patterns, and you may discover a way to surround enemy 


monsters as soon as they cross into your half of the map. 


Example 1: Your 
opponent sends a monster 
ahead while summoning 
other monsters from their 
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capsules, That monster 
may get so far out front 
that reinforcements can’t 
catch up for another two 
turns. This gives you two 
turns to leap ahead, 
attack, then retreat before the cavalry arrives. 


Example 2: When enemy 
monsters are heading your 
way, position your 
monsters behind impasse 
squares. The enemy may 
not be able to attack 

§ through certain impasses, 
such as walls and towers. 
In this situation, your 
opponent cannot strike through a wall, even if they are within 
normal attack range. On the next turn, slide out of hiding and go 
for the attack. 


Example 3: Group your 
monsters together and 
move them as a unit. This 
goes back to the safety-in- 
numbers concept. You 
may give an advancing 
monster more targets at 
closer range, but when it 
is your turn you have 
multiple monsters that 
can move into position and attack the advancing monster. 


Just as there are drawbacks to playing too aggressively, 
caveats abound when playing it too safe. Your opponent 
may accidentally strand a monster that you could have 
ganged up on, if you weren't sitting passively in the 
staging area. If your opponent moves too many monsters 
onto your half of the board, you may find yourself unable 
to mount an offense—you'll just be running out of attack 
range without launching attacks of your own. 

The worst case is when you allow the enemy to get in 
too close: That's when they can attack your Symbol. If your 
opponent's monsters’ attributes are mismatched with your 
Symbol, you may be in serious trouble. 


ATTACK SYMBOLS 


It’s easy to forget that your opponent's Symbol is a valid 


piece to target. Because you cannot collect monsters at the 
end ofa match that you did not already destroy during 
play, you may hesitate to attack your opponent's Symbol. 
Two scenarios, however, may find you better off attacking 
the Symbol than continuing to target monsters. 


CAPSULE MONSTER STRATEGIES 


Example 1: Sometimes 
the number of monsters 
still in play is horribly 
lopsided—and not in your 
favor. Before you lose too 
many monsters that 
cannot be used in the next 
match, you may want to 

iad L. destroy your opponent's 
Symbol, just to stop the bleeding. You can always replay the 
tournament again to collect their monsters. 


Example 2: If your 
opponent's monsters are 
moving into position to 
attack your Symbol, target 
the rival Symbol and force *% 
them to draw back. , 
Enemy monsters will not 
allow you to attack their 
Symbol without a 
challenge, so if you see 
monsters pulling away, target the opponent’s Symbol and bring 
them back into your attack range. 


GORNERING 


There's ganging up on an opponent’ monster, and then 
i 


there's cornering. When you gang up on an opponent's 
monster, it still has movement options for backing away if 
you don’t manage to destroy it before your turn is over. 


If you can corner a 
monster, your opponent 
may panic. Instead of 
moving into a position 
where you can’t attack, it 
will lash out and leave 
itself wide open for the 
next turn. However, if 
your opponent manages 
to keep cool and not react 
rashly, you may need to attack their Symbol to draw the monster 
back into a position where you can strike, 
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) Cornering also cuts down 
DARK atk } on a monster's escape 
routes. If you stand 
halfway through a 

| monster’s movement 

| pattern, it cannot pass 
through you to reach the 
farthest square where it 
can move. It must find 
another route, or attack. If you have cornered a powerful monster, 
you may lose one of your own, keeping it corralled while you 
launch attacks. 


SHARING EXPERIENCE 


As you fight the good fight, taking down Duelist after 


Duelist in your quest to become the “King of Capsule 
Monsters,” you will earn a lot of experience points. Every 
time a monster earns 100 experience points, it moves up to 
the next level, With each successive level, a monster gets a 
more powerful increase in PP, AT, and DF. 


It is easy to fall into the 
trap of using the same 
monsters over and over. 
You get them leveled-up to 
the point where they can 
destroy an opponent’s 
monster in a single hit, so 
you decide to keep using 
them in matches. This 
certainly creates a tight 
squad of ultra-powerful monsters, but prevents you from having a 
well-rounded fighting machine with strong monsters in all 
attributes, 

Spread the wealth. Many monsters are weak only for a short 
time. It’s worth it to cultivate their strength, as sometimes they 
evolve into better forms, When you are facing opponents with 
weaknesses not exploited by the attribute of your most powerful 
monsters, you want more than just a backup collection of Level 1 
monsters to call on. 


Keep an eye on monster 
experience from the stat 
screen. Monsters can earn 
sonst Faceless Mage experience in two ways— 

Root Water 3} - ae x during and after a match. 
They earn experience each 
time they attack, and final 
strikes are worth even 
2 m more. A good way to 
share experience is to soften up a powerful enemy monster with 
one of your own high-level monsters, then allow the lesser 
monster to finish it off. The extra experience will move them 
closer to the next level. 

After a match, any monster that survived earns additional 
experience points. You can level-up low monsters by summoning 
them in a match, then putting them in the back where they 
cannot get hurt. Then, send your powerful monsters out to wreak 
havoc and ruin your opponent. When the match is over, the lesser 
monsters still earn experience, even if they didn’t attack once. 


LEVELING-UP 


Leveling-up monsters increases their power, making them 


Symbol 


Prisman, 


Time Wizard 


more fierce combatants. More powerful monsters might 
seem like a good thing, but this can come with a price. In 
addition to raising PP, AT, and DF, you will occasionally 
raise MP and AP. 

The next time you begin a match, your favorite leveled- 
up monster may require more MP to call out, which in 
turn potentially limits how many other monsters you can 
include in your sortie. If your monster's AP has risen, it 
could limit the amount of moves your other monsters can 
make during a match. By the time you reach Level 10, the 
highest level a monster can reach, it can require a lot more 
resources to employ your monsters. 

You can always turn down the leveling-up option—it is 
not automatic. While it may seem like a bad move not to 


levelup when the opportunity is presented, consider how 
many high-level monsters you already have in your sortie. 
The amount of available MP and AP in matches is a fixed 
number. What good is bringing out two outrageously 


STALEMATES 


As in any chess game, Capsule Monster chess can end up 
in a stalemate. The only difference here is that Capsule 
Monster chess won't end just because there are only four 
pieces left on the board (two Symbols, two monsters) with 
no attack options. 

Two stalemate situations are possible. One is where you 
have two monsters left in play and they just cannot attack 
each other, no matter how many moves they make. This 
happens if the last two monsters move diagonally and are 
on different “tracks” on the grid. They just cannot make 
their attack patterns connect. 

Another situation is if there are only two monsters left 
on the board, but you cannot attack your opponent's 
Symbol without putting your own monster in harm’s way. 
For example, if you moved to attack your opponent's 


Symbol using a monster with little PP, but you don’t have 
enough AT to destroy it with a single hit, you leave 
yourself vulnerable to an enemy monster that can ruin 
you with just one attack. Naturally, you are not going to 
do this. 

In these situations, your only choice is to surrender, as 
your opponent will not. Your opponent will keep on 
moving around the board, hoping you make a slip-up so it 
can capitalize on it to win. 


BOARD 1: 


FORGOTTEN CAPITAL 


Yugi begins the Capsule Monster Coliseum tournament at 
the site of some ancient ruins. Marble steps and fallen 
pillars give the board texture, but they also limit 
movement. A weathered lion’s head fountain gently 
dribbles water into a small stream. The water collects in a 
pool in the southeast corner of the board, but several of 
the dry rocks reveal an interesting amount of water 
damage. Perhaps this tranquil board is more volatile than 
it initially appears? 


Maximum Board MP: 270 
Maximum Monsters: 6 
Maximum Board AP: 300 
Win Bonus MP: 270 


(OPPONENT: JOEY 


Joey's Symbol: Fire 
Symbol PP: 200 


Yugi's good friend Joey 
Wheeler is the first 
4 challenger he must face 
_. in the Capsule Monsters 
Coliseum tournament. Passionate Joey is ready 
to rumble with Yugi and is eager to advance in 
hopes of earning the coveted “King of Capsule 
Monsters’ title. He has one slight problem—he 
brought FIRE-Type monsters to an Aquatic- 
themed board. That's like bringing meatloaf to. 
a vegan picnic. 


Joey's Monsters 


| Monster Attribute | PP 
“Fire Reaper’? FIRE 80 
“Fire Reaper’ FIRE 80 
“Fire Reaper’ FIRE 80 
“Fire Reaper” FIRE 80 


BATTLE STRATEGIES 


Joey's fatal mistake can be quickly used to your advantage. 
Show him no mercy and position your capsules directly in 
front of your piece. Place WATER monsters as far forward 
as possible in the initial staging area, to make a direct run 
at his “Fire Reapers.’ Keep other monsters close, too, as 
they will provide valuable backup. 

Charge Joey’s “Fire Reapers” right away. His 
monsters may be completely mismatched with the 
environment, but he will still attempt to play 
aggressively, in hopes of taking down one of 
your monsters before you wipe out his 


entire sortie. Unless you are positioned in the water, try 
not to stack your monsters right next to the “Fire Reapers.’ 
Force them to lunge forward into the drink if they want 
to attack. They will do less damage in the water and be 
extremely vulnerable when it’s your turn. 


This board has a unique 
twist. The water levels rise 
and fall every few turns. 

m| The screen will start to 
shake, then the water 
level will either drench 

J previously dry land, 
delivering you an even 
greater advantage against 
your opponent, or it will 
trickle down, giving poor Joey some respite until it rises again. 


Even though you are safe 
from harm, protect your 
Symbol with a strong line 
of capsules. Place your 
WATER monsters in front 
of your piece, directly in 
line with the “Fire 
Reaper” capsules on the 
other side of the board. 
Don’t waste AP moving 
side to side—you want to launch a full frontal attack. 


§ Joey will summon his 
monsters immediately to 
gain more AP, giving you 
plenty of targets right away. 
You will not be close enough 
in the first two turns to 
attack, so keep pressing 
forward with your WATER 
monsters. Backup monsters 
should advance, too. Get 

i, everybody within attack range as soon as possible. 
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If you do not have any WATER 
vi Ps. monsiers in your sortie, then at 
a ~ least lure the “Fire Reapers” near the 
water to get an advantage. If you brought any WOOD 
monsters, keep them safely in the rear. Should disaster 


strike and force you to use a WOOD monster, at least 
position them in the water if you can. 


Yami Yugi NC ‘ . = | As soon as you have them 


in an advantageous 
position, attack the “Fire 
Reapers” with your 
WATER monsters. The 
mismatched battle will 
end in your favor. 


DARK AP 
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Flank the “Fire Reapers” 
with your other pieces 

§ because they sometimes 

launch good attacks from 

the side. Just keep them 

out of the way of your 

| WATER monsters, as they 

are your primary weapon 

on this board. 
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Cornered with nothing to 
do but attack, Joey will 
have to move his pieces 
©) into the water to attack 
you. You will take damage, 
but it will be minimized 
by the opposite 
attributes—and leave him 
in a terrible position when 
it’s your turn again. 


Continue to press forward 
to wipe out the “Fire 
Reapers” with repeated 
attacks. If you can remain 
on the offensive and have 
a WATER monster such as 
a “White Dolphin” in 
your sortie, Joey will fall 
with relative ease. 
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BOARD 2: GONDEMNED 
WAREHOUSE 


The Condemned Warehouse is Yugi’s second stop in his 
quest to conquer the Capsule Monster Coliseum 
tournament. This dilapidated old building is a crumbling 
mess, thanks to neglect and an unhealthy vegetation 
infestation. Cables stripped of their protective rubber 
sheaths spit dangerous arcs of electricity across the floor. It 
will take some very specialized monsters to survive the 
environmental hazards of this round. 


Maximum Board MP: 300 
Maximum Monsters: 6 
Max Board AP: 300 

Win Bonus MP: 200 


Board Attributes 


LIGHT 
DARK 
~ WOOD 


OPPONENT: TRISTA 


Tristan’s Symbol: WOOD 
‘Symbol PP: 220 
: Yugi must compete 
against another dear 
‘friend during the initial 
stages of the Capsule 
| Monster Coliseum 
tournament: Tristan 
| a) Taylor. Tristan is not as 
brash z a person or Duelist as Joey, which is why 
he is a much more formidable ope Wei is 
obvious that Tristan scanned the ar 
entering the tournament, as he smartly 
brought THUNDER and WOOD monsters 
that can harmlessly pass Ge the board’s 
hazardous zones. 


Tristan’s Monsters 
Monster 
“Petit Moth” WOOD 165 25 25 
“Petit Moth” WOOD 16S 23 DES 


“Steel Scorpion” THUNDER 140 4S. 
“Kaminarikozou” THUNDER 150 65 


“Attribute PP AP MP AT DF 


BATTLE STRATEGIES 


The board is split into two routes, thanks to an impassable 
center column. The left route is dominated by harmful 
plant life—a large, poisonous fungus looms in the 
northwest corner of the board. Any squares in the 
northwest corner marked with dull green growth cause 
harm to any non-WOOD monsters. 


To the right are the 
aforementioned electrical 
hazards. There are two 
large locales where non- 
THUNDER monsters can 
be shocked. Beware of 
pushing monsters through 
this area, as it can bea 
treacherous place where 
you can get bottlenecked 
and bogged down for multiple turns, slowly losing PP. 

Tristan is prepared for this battle. He has two THUNDER 
monsters and two WOOD monsters that will not be harmed by 
the environmental hazards on the board. He will send them only 
into their safe zones, so it will be easy for you to mount a defense, 
as you will know their routes in advance. 


Tristan will immediately 
start sending his 
monsters through their 
attribute-tinged areas. 
Notice that he is not as 
aggressive about moving 
his monsters as Joey. He 
inches them forward a 
few spaces at a time. It’s a 
trap to lure you in, 
because if he can launch the first attack, he will have the 
advantage. 


Send your WOOD 
monsters into the green 
area to the north of the 
staging area. If you have a 
FIRE monster, which does 
incredible damage to 
WOOD monsters, keep it 
at the edge of the green 


pe 195/ 195 
Mo’ . . *. 
nk BZ area. This will prevent it 


from taking any 
environmental damage, but the monster will still be nearby if 
Tristan’s “Petit Moths’ overpower your WOOD monsters. 
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Tread the thunder route 
carefully. Both of Tristan’s 
THUNDER monsters, the 
“Steel Scorpion” and 
“Kaminarikozou,” have 
very fluid movement 
ranges. Be careful not to 
move ahead too quickly. If 
you get close to the 
THUNDER monsters, but not close enough to attack, Tristan will 
quickly gang up on any monsters within range. 


If you lose a THUNDER monster to 
ae J f P SU Tristan, don’t worry. After the 
= ~ round, you can replace the fallen 


monster with one of Tristan’s THUNDER monsters. 


There are two toadstool- 
like plants on the green 
ledge to the left that you 
cannot move across. Be 
careful not to line up an 
attack in advance, only to 
discover the toadstools are 
in your way. Keep your 
pieces to the left side. 


If one of Tristan’s 
THUNDER monsters slips 
through, descend on it 
with any monster not 
involved with Tristan’s 
WOOD forces. A 
THUNDER monster can 
lay waste to your Symbol 
unless your attribute is 
EARTH. Gang up and take 
down that THUNDER monster. 


BOARD of 
VOLTAGE CAGE 


The Voltage Cage is a small battle area surrounded by an 


expansive star field that bathes the board in light. The 
surface of the board is mostly metallic, but a small 
collection of bright green vents in the center offers an 
attribute bonus to THUNDER monsters. Can you prevent 
your opponent from using these squares to his advantage? 


Maximum Board MP: 300 


Maximum Monsters: 6 
Max Board AP: 450 
Win Bonus MP: 200 


Board Attributes 


Attribute Strength 


LIGHT 20 


OPPONENT: DUKE 


Duke's Symbol: DARK 
Symbol PP: 200 


Duke Devlin holds court 
in the Voltage Cage. The 
aggressive Duelist 
considers himself the 
“King of Games,” and he 
plays to win. Duke’s 
sortie includes two “Steel 


Scorpions’ that can receive attack boosts from 
the THUNDER friendly vents, so expect him to 
make a move for those as soon as possible. 


sters 


Attribute PP AP 
DARK 205 30 
“Kuriboh” DARK 205 30 
“Kuriboh’” DARK 205 30 
“Steel Scorpion” THUNDER 140 30 
“Steel Scorpion” THUNDER 140 30 


Monster 
“Kuriboh” 


BATTLE STRATEGIES 


The Voltage Cage is a tricky board. Because the green vents 
only offer a slight boost to THUNDER monsters, unlike 
the electrical squares in the Condemned Warehouse, 


concentrate on using this board's other feature to your 
advantage: its cramped quarters. 

Duke will immediately try to corner your monsters and 
Symbol, thanks to the “Steel Scorpions” extended 
movement patterns. Do not allow yourself to get 
surrounded by the “Steel Scorpions,” because they will 
distract you from defending yourself against Duke’s real 
weapons—his “Kuribohs.” 

Duke will send these DARK monsters around the edges 
of the boards in an attempt to flank you and attack you 
from the side or from behind. Do not let Duke execute this 
plan, because fending off an attack on three fronts has a 
great chance of ending in failure. If you have a LIGHT 
monster, now might be a good time to bring it out, since a 
LIGHT monster can seriously lay into a DARK monster. 


Line all of your monsters 
up directly in front of 
your Symbol. Launch a 
counter-offensive as soon 
as you can summon your 
monsters from their 
capsules. 


Gang up on the “Steel 
Scorpions’ fast. 
Whenever possible, go for 
multiple attacks on a 
single monster. Do not 
distribute damage across 
Duke's army: Weakened 
enemies can still attack, 
so concentrate on 
eliminating his sortie 
piece by piece. 


Watch for the “Kuriboh” 
advancing around the 
edges. If you have a 
LIGHT monster, move it 
into position to damage 
any incoming “Kuriboh.” 
If you lack a LIGHT 
monster, such as a 
“Skelengel,” use multiple 
attacks to finish off the 
“Kuriboh” one by one. 


Those “Steel Scorpions” 
are coming down the 
middle of the board in an 
attempt to use the vents 
to their advantage. 
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= Duke's forward thrust 
leaves his Symbol wide 
open for attack, but do not 
rush him. Instead, 
concentrate on keeping all 
of his monsters in check. If 
you leave a hole in your 
defenses, he will exploit it. 


You will likely lose a 
monster during this 
battle, but the sacrifice is 
okay as long as you keep 
ganging up on his 
monsters and prevent him 
from getting too close to 
your Symbol. Remember, 
this is a small board and 
your Symbol is always 
within reach once his monsters are past the center line. 


When an enemy monster 
gets close to your Symbol, 
attack it with whatever 
monster is within range. If 
it’s weak enough, attacking 
one of Duke's “Kuriboh” 

y with a THUNDER-Type 
monster will finish it off 
just the same as a LIGHT 
monster would. 


BOARD 4: 
SACRED STREET 


This silent night is about to feel the noise. The holiday 
street setting offers advantages to LIGHT-Type monsters 
who stick close to lampposts and storefronts, but these 
benefits won't last the entire match. There are a few 
obstacles on the avenue, such as a parked taxi, that can 
thwart an aggressive advance into enemy territory. While 
the open setting invites a strong, concerted onslaught, a 
true Duelist will temper attacks and thus allow an enemy 
to make a mistake that is easy to capitalize on. 


Maximum Board MP: 300 
Maximum Monsters: 7 
Max Board AP: 300 

Win Bonus MP: 200 


Board Attributes 


Attribute Strength 


LIGHT 10 
DARK 
WIND 


Téa’s Symbol: WATER 
Symbol PP: 150 
Yugi loves his friends 
dearly, but he cannot 
go easy on them in 
battle, even when he’s 
up against the sweet 
natured Téa Gardner. 
After all, Téa is going 
to hit back as hard as 
she can with her sortie of monsters. Téa plays 
a good, smart, defensive game—she’s hoping to 
lure Yugi into a false sense of security. He 
cannot afford to buy into her wiles, as she will 
not hesitate to wipe up the board with her 
monsters if he slips up. 


Téa’s Monsters 


Monster Attribute 
“Happy Lover’ LIGHT 
“Happy Lover’ LIGHT 

“Petit Moth” WOOD 

“Petit Moth” WOOD 165 
“Root Water’ WATER 186 
“Skelengel’ LIGHT 208 
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BATTLE STRATEGIES 


Téa's staging area is on the opposite side of the parked taxi 


cab, so she must maneuver her pieces to the left and right 
to really enter the battle. Do not fall into the trap of 
advancing hard onto the board, because if you're close to 
the taxi when she moves around the side, you will be 
within striking distance. 

Téa moves her “Petit Moths” and “Root Water” to the 
right of the cab. Keep a close eye on them while 
dealing with her LIGHT monsters. They seem 
out of the way, but if you concentrate all your 


attacks on defeating the “Happy Lovers” 
and “Skelengel’ that come from the 


left, you will be in for a surprise when you suddenly 
discover a “Root Water’ at your doorstep. 

After a few turns, the clock will strike midnight, causing 
the street to shutter its windows and turn off the lights, 
nullifying all LIGHT-Type boosts. If you have not started 
smashing Téa’s sortie by then, you're in for some trouble. 


Téa has three LIGHT-Type 
monsters in play, so bring 
fs out at least two DARK. 
monsters, such as “Right 
Leg of the Forbidden One.” 


i Right Legof SS 


the Forbidden One 


This is an enormous 
board with lots of open 
space to advance through, 
So position your capsules 
in the front of your 
staging area. 


Téa will send her LIGHT 
monsters to the left and 
her other monsters to the 
right. While she moves 
those pieces into position, 
keep moving steadily up 
the middle, but do not 
advance too quickly. 


5 This is what happens if 
you move a piece too far 
north and get stuck 
behind the impassable 
taxi cab when Téa is 
finally able to maneuver 
around it. With plentiful 
MP for moving, multiple 
monsters will descend on 
your lone ranger and defeat it in a single turn. 


If you have any THUNDER 
monsters, send them up 
the left side of the board 
to meet Téa’s LIGHT 
monsters head-on. The 
“Skelengel” is your biggest 
threat, as it can attack 
from far away. 


Much like the last board, 
Voltage Cage, you cannot 
afford to merely wound 
several monsters if you 
have the opportunity to 
gang up and eliminate a 
single monster altogether. 
Leaving any of Téa’s 
LIGHT monsters mobile 
opens you up for a 
counter-attack. 


Sneak a couple of 
monsters up the right side 
of the board, but don’t get 
caught behind the bench 
and lamppost; you cannot 
move through these 
objects. If you bottleneck 
here, Téa can take 
advantage of your 
immobility to launch multiple attacks. 


The “Petit Moths” are 
easy pickings. Your bigger 
concern is the “Root 
Water,” so concentrate 
your attacks on these 
high-PP monsters first, 
then clean up the “Petit 
Moths.” If you have 
strong monsters, such as 
“Needle Ball” and 
“Haniwa,” you can withstand a few of their attacks. 


After the battle, take Téa’s 
ey J iP S- “Skelengel.” A LIGHT monster with 
=~ ~ long-range attack power will be 


incredibly useful in the next battle, which features two 
strong DARK monsters with large amounts of PP. 


BOARD oy 
CHALLENGER’S STAGE 


Each area’s series of battles concludes with a round at the 
Challenger’s Stage, a mythical room where everything is 
not always as it seems. The floor tiles of this special room 
are divided evenly down the middle between FIRE and 
WOOD. However, this clear-cut separation will not last 
long, as moving across the board results in tile switches. As 
the battle to complete Area 1 rages, these tiles could mean 
the difference between moving on to the next area or 
going home in defeat. 


Maximum Board MP: 350 


Maximum Monsters: 7 
Max Board AP: 400 
Win Bonus MP: 350 


Board Attributes 


Attribute 


DARK 


Grandpa’s Symbol: EARTH 
Symbol PP: 180 


Yugi’s Grandpa is a 
sweet old man, but he 
"plays way too 
conservatively to win 
this tournament. 
Future challengers will 
eat his team alive, so 
its best to put the man 
away right now and 
save his dignity. 
Grandpa's sortie is divided between DARK and 
WOOD monsters. The WOOD monsters might 
benefit from the attribute effects of the WOOD 
tiles, but if you picked up some good LIGHT 
monsters while clearing the boards in Area 1, his 
DARK monsters are going down. 


Grandpa's Monsters 


Attribute 
WOOD 


Monster 
“Cockroach 
Knight” 
“Kuriboh” DARK 
“Petit Moth” WOOD 
“Petit Moth” WOOD 


“Right Arm DARK 
of the 
Forbidden One” 
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BATTLE STRATEGIES 


This board presents some interesting strategies for players. 
The constantly rotating tiles, switching back and forth 
between FIRE and WOOD, can work to your advantage 
when you target Grandpa's two “Petit Moths.’ If you have a 
FIRE monster, such as “Fire Reaper,’ and can land ona 
FIRE tile before attacking a “Petit Moth,” you stand a 
greater chance of putting it away. Conversely, if one of 
those “Petit Moths” lands on a WOOD tile, they will dish 
out extra damage—especially if you've put a WIND 


monster into play. 


Because Grandpa plays 
conservatively, your best 
bet is to outnumber him 
by summoning the full 
seven monsters this board 
allows and play extremely 
aggressive. Grandpa will 
inch his pieces across the 
board, but if you bring 
out some monsters with 
long-range movement patterns, you can get in close and hammer 
away before Grandpa has even summoned his monsters. 


Place your LIGHT 
monsters, such as 
“Skelengel,” near the 
front of the pack so they 
can go on an immediate 
offensive. It’s also a good 
idea to place any other > 
far-reaching monsters up : > 100/ 100 ES 
front, so they can ene if Delonte 
immediately take control 

of the board. 
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WOOD-Type monsters 
like “Petit Moths” are not 
especially weak against 
THUNDER attacks, but 
it’s still best to get those 
hits in as soon as 
possible. 


“Petit Moths” may 
surround one of your 


they manage to attack 
the same monster, it’s 
likely they will not be 
able to dish out enough 
damage to retire your 
monster. As soon as the 
round is over, get that 
monster out of there. 


Grandpa will strike with his 
“Kuriboh’ first. Be ready to 
counter against the DARK- 
Type monsters with your 
LIGHT monsters. 


Always play this board 
offensively. Whenever you 
have an opportunity to 
attack, take it, even if the 
monsters are mismatched 
or have no detectable 
strength over the 
opposing one. 


Hopefully you have a FIRE 
monster to put in play. 
Advance this monster 
across the board and get 
} in position to launch an 
Din attack on the “Petit 
i 92> BS. \ Moths” and the 
“Cockroach Knight.” The 
= = “Cockroach Knight” has 
233 PP s soa FIRE Eatiacki is the best method of whittling that down 
before the monster can unleash too many attacks. 


Yami Yugi \. i 
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The “Steel Scorpion” and 
“Skelengel” are excellent 
monsters for this board 
because they specialize in 
long-range attacks. They 
allow you to exercise 
more options because 
they can attack from so 
far away. Use their attacks } fe} 
in tandem to eliminate 

Grandpa’s sortie. 


Do not allow any of your monsters to 
es | { Ps take unnecessary risks. If you 
7“ summon all seven available 


monsters and play aggressively in the 
beginning, there will be no need to make “Hail Mary” 
moves later in the match. Just move damaged monsters 
back toward your Symbol and place fresh monsters in 
attack positions. 


“Yami Yugi \. 


D)_DARK 


Keep moving across the Yani You \ 
board, advancing on DARK 
Grandpa’s Symbol. You 
will likely never reach his 
corner before you 
eliminate his entire team. 


After Grandpa’s match, add his 
<F]j Pps “Cockroach Knight” and “Right 
Arm of the Forbidden One” to your 
collection. At this point, weaker monsters 


like a “Petit Moth” aren’t as desirable as a strong 
WOOD monster like the “Cockroach Knight.” 


ANCIENT FOREST OF 
UNDERWOOD 


After good-naturedly defeating his own grandfather at the 
end of Area 1, Yugi must challenge a mor e 
opponent in this old-growth forest. The Ancient Forest of 
Underwood is full of magic. Luminous pixies will creep 
out of underbrush to dance in the moonlight. And even 
when storm clouds gather over the ancient trees, Yugi 
better be ready to Duel to the bitter end, as no match is 


ever called off because of rain. 


Maximum Board MP: 500 

Maximum Monsters: 6 

Maximum Board AP: 450 
Win Bonus MP: 350 


Board Attributes 


"Attribute: a ce | S eth 


‘LIGHT 
DARK 


OPPONENT: 
VWWEEVIL UNDERWOOD 


Weevil’s Symbol: o> 
Symbol PP: 190 | 


Weevil Underwood is 
a simpering, sniveling 
Duelist who draws his 
power from the forest 
itself. His team of 
monsters is primarily 
built of WOOD-Type 
monsters, but he knows better than to put all 
his eggs in one basket, so he also unleashes a 
WATER monster. It benefits from the board's 
large expanse of water dividing the two 
challengers. 


Weevil’s Monsters 


| Monster 

“Cockroach “wo De 
Knight” cs 
“Larvae Moth” WOOD 

“Petit Moth” WOOD 
‘Root Water” WATER 
“Shovel THUNDER 157 
Crusher” 


BATTLE STRATEGIES 


Weevil Underwood is a smart opponent. He has studied 


the landscape and uses it fully to his advantage, especially 
the physical changes in the forest over the course of the 
match. After a few turns, the moon will come out of 
hiding, prompting forest pixies to dance in the air. The 
presence of these woodland creatures gives his WOOD- 


Type monsters a temporary boost. 


The clear air is only 
temporary as a cloud will 
cover the moon after a 
few more turns and start 
drenching the forest with 
rain. Not only does this 
force the pixies away, it 
raises the water level. This 
offers an extra line of safe 
haven for Weevil’s “Root 
Water.” If you have a monster near the coast that’s within striking 
distance of the “Root Water,” move it away unless you can finish 
the WATER monster in one hit. 

If you win the toss, stay in the wood—especially if you pad your 
sortie with FIRE-Type monsters, You cannot afford to have either 
of them stuck fighting in the water. Not only does this minimize 
their attack strength, but it leaves them extremely vulnerable 
should Weevil move his “Root Water” into an advantageous 
position. 


The dense cover of the 
forest offers great benefits 
for any WOOD-Type 
monsters on your team. 
Sure, once Weevil’s 
monsters cross the drink, 
they will also benefit from 
the forest setting, but at 
least your FIRE-Type 
monsters won't be at a tragic disadvantage. 


Weevil is aggressive right 
off the bat. He will 
summon as many 
monsters as possible, 
then start sending them 
into your corner. 


Sometimes it is better to wait for the 
<TI P \_ challenger to mount an attack. If 
zy ~ they run out of AP moving their 

pieces close to you, you have a full turn to run 


roughshod all over them. This gives you free reign to 
thin their ranks. 


The key to winning this 
board is to use the 
changes in the board to 
your advantage. Your 
WOOD-Type monsters, 
aren’t exactly strong 
against THUNDER 

e monsters normally, but 
> uae with the attribute boost, 
they can dish out a decent amount of damage. 


Even with the added 
benefit of the woodland 
creatures, Weevil’s WOOD- 
Type monsters don’t stand 
a chance against a well- 
placed FIRE attack. 
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If the enemy gangs up on 
one of your monsters, do 
not fall for this trap. Even 
though your monster can 
deal devastating damage 
back, doing so will leave 
you exposed and 
vulnerable to a critical— 
and final—attack. Resist 
the temptation and back 
away so you can use your monster in the next match if necessary. 


When it rains, the water 
rises. If Weevil still has 
his “Root Water,” he will 
withdraw into the drink. 
Do not be fooled into 
following him. Wait it out 
if you must—after a few 
more turns, the waters 
subside and the forest 
pixies return. At this point, Weevil will likely go 
on the offensive again and enter the woods. 


SEA OF MIRACLES 


The Sea of Miracles appears to be a calm gulf of water—but 
appearances can be deceiving. The rocks that line the 
water's shore are perfect staging areas for a legion of 
monsters. And somewhere beneath the swell lurks 
evidence of an ancient tragedy, a ship swallowed by waves 
that weren't always so tranquil. Should the sea give up its 
secrets, the entire balance of the board will be shifted—and 
only a Duelist with quick wits will be able to survive. 


Board Asp ut 


Attribute Le 8 


LIGHT 
WIND 


| Mako’s Symbol: 
Symbol PP: 180 — 


~| Mako Tsunami has no 
beef with Yugi, but his 
determination to win 
the Capsule Monster 
Coliseum tournament 
d result in a rift. 


potentially Pe. a devastating attack from the 
rocks that surround the seas. Mako Duels 
hard, so Yugi better bring his A-game if he 
wants to progress in the tournament. 


Mako Tsunami’s Monsters 


“Psychic Kappa” WATER 
“Root Water” WATER 


BATTLE STRATEGIES 


Mako’s sortie is quite powerful. His “Torike” and “Fiend 
Kraken” have over 200 PP each, meaning a serious effort to 
remove them from play will be required. Fortunately, the 
high amount of AP it takes to summon the Fiend Kraken 
will prevent Mako from summoning it right away. This 
gives you a chance to whittle his ranks a little before the 
big monsters pose a threat. 

Look for Mako to make the most out of the board’s 
environmental effects. Mako dispatches his “Torike” across 
the rocks on the north edge of the board to flank your 
Symbol. He will send his WATER-Type monsters into the 
sea to confront you in their natural element. 


If you can keep his 
monsters in the water 
long enough, the tides 
will definitely turn 
against Mako. The still 
water will erupt into a 
massive plume, revealing 
an ancient shipwreck. The 
sea floor will rise to the 
~ surface, marooning any 
WATER monsters on a giant slab of rock. This is the time to strike 
with WIND monsters to ruin Mako’s team and eliminate him 


from the tournament. 


=) Mako is a more defensive 
Mako Tsunami a 

S g player than your previous 
a| few challengers. He will 
keep his monsters close in 
the beginning of the 
match. 


Watch the north edge of 
the board. Mako will 
slowly move his “Torike” 
along the coast in an 
attempt to get behind 
your forces. 


Move your Water monsters 
to the edge of the sea and 
launch repeated attacks on 
the “Torike.” 
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Do not beach your WATER-Type 
XTi ps monsters in order to attack the 
S “ “Torike.” Keep them in the water so 
they receive an attack boost. 


Press forward with your 
i Yugi \ 


DARK 


WIND-Type monsters. 
Even though the water 
will give Mako’s sortie a 
little boost, they are 
naturally weak against 


l Leet 1 4? 125 
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monsters and take them 
out one by one. 


, a0 If you brought a 
MING OS : THUNDER-Type monster 
a into the fray, try to steer it 
toward the pair of “Happy 
Lovers.” LIGHT-Type 
monsters are vulnerable 
to THUNDER attacks, and 
just a few hits from your 
shockers will turn those 
smiles into frowns. 


When the sea floor rises 
to the surface, your 
WIND-Type monsters can 
really put the hurt on any 
of Mako’s marooned 
WATER-Type monsters, 
so try to lure them into. 
}| the middle. 


The “Fiend Kraken” is a 
tough customer. Its 
attacks can be devastating, 
so surround it with 
WIND- and THUNDER- 
Type monsters as soon as 
possible. Not only will the 
“Fiend Kraken’s” attack 
strength be marginalized, 
but its vast cache of PP 
won't survive long against your WIND-Type monsters. 


After defeating Mako, select the 

“Fiend Kraken” for your monster 
collection. Its strength is an asset against foes with 
multiple FIRE-Type monsters. 


BOARD 3: [OMB OF 
ANCIENT KINGS 


In eons past, fearsome dinosaurs ruled the planet. Even 


though an ancient cataclysm brought their reign to an 
abrupt end, the skeletal remains left behind are still an 
impressive sight to behold. This board is a cross-section of 
history, revealing bones of the reptile kings and perhaps 
some evidence of what may have destroyed their lineage 


Maximum Board MP: 600 


Maximum Monsters: 8 
Maximum Board AP: 500 
Win Bonus MP: 350 


Board Attributes 


Attribute Strength 


LIGHT 
DARK 


_Rex’s Symbol: EARTH 
Symbol PP: 220 
Rex Raptor is 
fascinated with 
dinosaurs and their 
modern-day 
descendants, dragons. 
The scrappy Duelist 
heads his team up 
with the powerful 
“Two-Headed King 
<a Rex,” a monster that 
shouldn't be taken lightly on the battlefield. 
However, Rex is not counting solely on his 
“Two-Headed King Rex” to win the day. He has 
assembled a team of DARK, THUNDER, and 
EARTH monsters to scour the board and 
whittle challengers down before sending in his 
ultimate weapon. 


Rex Raptor's Monsters 


Monster Attribute 
“Kuriboh’” DARK 


“Kuriboh” DARK 

“Larvas” EARTH 

“Shovel THUNDER 
Crusher” 

“Steel Scorpion’ THUNDER 

“Torike’” EARTH 

“Two-Headed EARTH 


King Rex” 


BATTLE STRATEGIES 


The Tomb of Ancient Kings is about to be the site of 
another massive battle involving a Rex. While Rex may 
hold the titan back for a few turns, he will not hesitate to 
launch a full-scale offensive with his other six monsters. 
You have no choice but to meet his forces head-on. 


Watch where you step in 
this archaic valley. 

5 Bubbling pits of 
poisonous goop crisscross 
the board. Stepping into 
one of these purple pits 
will instantly damage a 
monster—which may not 
‘ be worth the stat boost it 
offers to DARK-Type monsters. 

Your best bet is to meet Rex’s challenge with an impressive 
assortment of monsters, all chosen to counteract his sortie’s 
strengths. DARK monsters are strong against EARTH-Type 
monsters, so try to send a monster like “Needle Ball” or “Right 
Arm of the Forbidden One.” THUNDER-Type monsters will nullify 
Rex’s “Steel Scorpion” and “Shovel Crusher,” too. 


As fearsome as the “Two- 
Headed King Rex” may 
be, it is not a concern as 
the match begins. Instead, 
watch where Rex sends 
his pieces and always 
remain one step ahead of 
the Duelist. 


Since the poison pits are 
off limits, Rex will funnel 
his monsters into the 
center of the board. These 
rocky outcroppings are 
not only safe, but 
beneficial to his EARTH- 
Type monsters. 


You will be forced to clash 
with Rex’s sortie in the 

=) middle. Before moving 
and attacking, take time to 
look at different move 
combinations, It’s not a 
good trade-off to move a 
monster to attack if two of 
Rex’s monsters can attack 
back on the next turn. 


Yami Yugi \ 


Use monsters of opposite 
types to weaken Rex’s 
team, such as unleashing 
a “Skelengel” (LIGHT) 
against Rex’s “Kuriboh” 

j) (DARK). 


NF l i 101/ 101 
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In the middle of a melee 
like this, always be on the 
offensive. If you have a 
monster such as the 
WOOD-Type “Spiked 
Snail” in an attack 
position near one of Rex’s 
strong monsters, go for 
it—even if the “Spiked 
Snail” doesn’t havea 
discernible advantage. 


Even though the purple squares do 


/ | IP . _ provide a bc 
S\ /7 monsters, th 


PP damage from sitting in the muck. 


If you can smash Rex’s 
sortie, the “Two-Headed 
King Rex” will go on the 
run. Watch for the beast 
to back up from any 
previous forward push. 


Be careful when you chase 
down the “Two-Headed 
King Rex.” It’s not worth it 
to risk the poison just to 
get in a hit, especially if the 
attributes are mismatched. 
Remember, Rex’s 
behemoth is vulnerable to 
DARK-Type monsters. 


ing 


BOARD 4: VALLEY OF 
HOWLING WINDS 


The Valley of Howling Winds is the Capsule Monsters 


Coliseum tournament equivalent of a showdown at high 
noon. The stretched board is divided by a length of wall, 


just wide enough to allow a few monsters to pass through, 


but not wide enough to encourage a full-scale onslaught. 
Since there is potential for a bottleneck at the wall, success 
on this board will require one Duelist to charge in first 


and hope the other Duelist blinks. 


Maximum Board MP: 700 
Maximum Monsters: 8 
Maximum Board AP: 500 
Win Bonus MP: 350 


Board Attributes 


BATTLE STRATEGIES 


Mai has chosen a small village for her showdown with 
you. The board is dominated by EARTH-Type squares, but 
vegetation along the edges is friendly to WOOD-Type 
monsters. These forest zones would be a benefit to you if 


not for the fact that Mai’s sortie is loaded with FIRE-Type 


monsters. No amount of benefit from the green squares 
will offset the massive damage she can do to a WOOD- 
Type monster. 

The town is divided by a massive wall. There is a four- 
square, wide opening in the middle of the wall where 
monsters can pass through. This is a dangerous area, as it is 
easy to get stuck trying to maneuver through the open 
space to launch attacks. If you do not plan out your moves 
in advance, you could end up trapping one of your 
monsters behind the wall—leaving them open to attack 
should Mai manage to slip a beast through. 

Because you don’t want to be stuck in a quagmire in the 
middle of the board, you are better off allowing Mai to 
come to you. Position your monsters so they have several 
attack options and wait for them to poke their heads near 


the opening. 


Mai’s WIND-Type 
monsters have incredible 
j) range of movement. She 
will likely send the far- 
reaching beasts straight 
up the middle as soon as 
she summons them. 


Summon your WOOD- 
Type monsters as soon as 
possible and get ready to 
take on Mai’s WIND 
monsters as they come 
through the gap in the wall. 


Don’t be afraid to move 
your monsters off to the 
side and lie in wait for 
future attack options. 
There is no rule that says 
you have to use all of your 
AP every turn. 


If possible, stop Mai’s 
WIND-Type monsters, 
such as the two “Harpie 
Ladys” or the “One-Eyed 
. 5 i Shield Dragon,” from 

1S getting too far over on 

" your side of the board. If 
@ they break through, they 
can tear up your WATER- 
Type monsters before you 
have a chance to use them on her FIRE monsters. 


When you have a situation where 
TI Pier opponent can counteract 

Ay “ every single monster type you have, 
bring in a monster or two that cannot be overly 
affected by any of your enemy’s attacks. For example, 
in this situation, your WATER monsters can eliminate 
Mai’s FIRE monsters with ease, but she has WIND- 
Type monsters that will ruin your Water monsters. 
Sending in a THUNDER-Type monster, like a “Shovel 
Crusher,” can help dish out damage without worrying 
about taking a critical hit. 
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Unless they have been 
heavily wounded, keep 
your WOOD-Type 
Monsters positioned near 
the breach in the center 
a) wall to prevent any of 
Mai’s “Harpie Lady's 


wT 130/ 123 from breaking through. 
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If no WIND-Type 
monsters are within 
range, use any WATER 
monsters you brought to 
smash Mai’s “Mechanical 
Snail’ —or any other FIRE- 
Type monster. 


Advantage 


wy 108/ 123 
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Yaa, Once all of Mai’s WIND- 


385 (+500) 


Type monsters have been 
crushed, she will have no 
%& choice but to send her 

ioe remaining FIRE-Type 
monsters, such as the 
“Jigen Bakudan,” into 
your deathtrap. 


DARK AP. 


Wait for the FIRE Yosh 
monsters to come DARK _AP = 
through, then move your 
WATER-Type monsters off 
the sidelines and crush the 
remainder of Mai’s sortie. 


Selecting which two of Mai's 

monsters you take into your own 
collection in a tough choice. The “Harpie Lady” is 
a good addition, as it has excellent movement 
range. The “Jigen Bakudan” is a decent monster, 
but by now you have either collected good FIRE- 
Type monsters, or have earned enough MP to buy 
them at Grandpa’s Shop. 


BOARD Dy 
GUIDING MANSION 


In the vacuum of space, Yugi must stare down his final 
opponent of this area: Mokuba Kaiba. Surrounded by a 


silent star field, this cold-machine-world board is 
dominated by a large, central tower that controls the 
opening and closing of electrical vents along the four edges 
of the board. Is there a way to potentially use these vents 


to Yugi’s advantage? 


ET 
Pat) 


ar, 


ba 


eee RET TET e ee 


Maximum Board MP: 620 
Maximum Monsters: 7 
Maximum Board AP: 450 
Win Bonus MP: 400 


Board Attributes 


h Maleibae Symbol: THUNDER 
Symbol PP: 160 


-Mokuba Kaiba is the 
younger brother of 
Yugi's arch rival, Seto 
Kaiba. The young 
| ruffian is not as 
D. seasoned a Duelist as his 
~ sibling, and it shows in 


his impetuousness. Mokuba is not without 
some modicum of clev Tess, as he brings a 
sortie full of THUNDER- type monsters to the 
match, knowing that if positioned properly on 
the board, he can take se the board's ~ 
THUNDER-boosting power to his advantage. 


Mokuba Kaiba’s Monsters 


Monster 

“Droll Bird” ‘ 
“Kaminarikozou’ THUNDER 150 6 
“Kaminarikozou” THUNDER 150 
“Shovel Crusher” THUNDER 157 8: 
“Steel Scorpion” THUNDER 140 
“Wicked Dragon WIND 187, 
with the 

Ersatz Head” 


BATTLE STRATEGIES 


After fighting off Weevil and Rex, Mokuba is a aesovell 
Seto’s younger brother just doesn’t have the 

Duelist to win this tournament, and with a 

moves, you can punish him immensely. 


While Mokuba may not 
make the smartest attack 
choices, he is skilled at 
using the environment to 
his advantage. This metal 
) platform has a series of 
vents that open and shut 
Py iroushon the match. 
When the giant tower in 
the center rotates, look 
for the vents on the sides of the board to open. This reveals a new 
batch of THUNDER-boosting squares. Mokuba will make a play 
for these. 

The central tower is impassable; you have to go around it. This 
forces whoever goes first to fake out their opponent. Veer to one 
side of the tower, but don’t absolutely commit. When your : 
opponent takes the bait, swerve to the other side and march 
onto his side of the board. | 


When you place your 
capsules in the staging 
area, try to keep them on 
each side of your Symbol, 
placing them directly in 
front. The massive tower ea) 
blocks the middle of the }P \y mB i 09 * 
board, so don’t waste > 100 
moves trying to ! 
maneuver to the left or 
right around it. 


Because Mokuba’s 
monsters aren't terribly 
strong, he can summon 
more of them right 
away—thanks to their 
relatively low MP. 


Mokuba will definitely 
attempt a fake-out by 
directing his monsters 
half-heartedly along one 
side of the board ... 


..and if you fall for it, he 
will punish you by 
sending the rest of his 
squad up the other side. 


Do not commit all of your 
monsters to one side of 
the board as Mokuba will 
eventually decide to 
attempt both lanes. If you 
send all of your monsters 


alas to one side, he has a free 


a : ride to reach your side of 


——J Attack 56 1 the board. 


Using monsters with long- 
range movement patterns, 
such as the “Harpie Lady,” 
can really help you close the 
distance and get in a first 
volley. You are always better 
off attacking a monster 
first, as it often only takes 
two attacks to eliminate a 
piece from the board. 


There is no time limit, so take all the 


y Ti P \_ time you need to study move 

SN 7 combinations before committing to 
them. You can also select your opponent’s 

monsters and examine their capabilities to see what 

move and attack options they have. Use this 


information and strategize before sending your 
monsters into a battle. 


You can use the central 
tower to your advantage, 
especially if you are facing 
down monsters with 
diagonal movement 
patterns. Hiding behind 
the corner will keep you 
out of harm’s way—and 
put you in an excellent 
Position to strike when it is your turn. 


Gang up whenever 
possible. You are better off 
eliminating one monster 
from the board than 
merely wounding two 
Damage =a\]| monsters. Wounded 


147-40 


monsters can still attack at 
full strength. 


BOARD 1: MOONLIT 


CHERRY BLOSSOMS 


The third rung of the Capsule Monsters Colise 
tournament begins in a beautiful courtyard a 

blossoms gently float to the ground. The peacefulness is 
not to last, however, as Yugi meets his next challenger 


among the trees and lanterns. Can Yugi keep his mind off 


nature's beauty long enough to mount an offense against 
his rival Duelist? 


Maximum Board MP: 680 
Maximum Monsters: 7 
Maximum Board AP: 500 
Win Bonus MP: 400 


Bakura is a sport about 
the Capsule Monsters 
Coliseum tournament. 
He knows he isn't 

going to win the title, 
but he's enjoying the 
matches. Do not allow 
Bakura’s good spirits to 
distract you from his 

va % impressive sortie, Not 

ly is his team iuedet with DARK-Type 


monsters that use the board’s attributes to 


their advantage, but Bakura also uses them 
peed. 


| Bakura’s Monsters 


| Niemen Attribute — 


“Feral Imp’ DARK 


_ “Kuriboh” DARK 


“Kuriboh” DARK 
'“Larvas” EARTH 
“Queen of WOOD 
Autumn Leaves” 
“Winged Dragon, WIND 
Guardian of the 
Fortress #1” 


BATTLE STRATEGIES 


This is the first board with a split staging area. Depending 
on whether or not you win the draw, you can select 
whether to start in the single staging area in the corner, 
behind one of the sakura trees, or split your team in half 
and fight the match on two fronts. There are benefits to 
each method. 


If you choose to split your 
team, you can surround 
your opponent fairly 
quickly. The only 
drawback (or advantage, 
depending on which 
staging area you choose) 
is that by splitting the 
team, your opponent can 
see which capsules you 
placed in each staging area and immediately begin to maneuver 
appropriate monsters into a defensive position. 

Before digging into the match, take a moment to look at the 
squares on the board. There are many impassable squares, such 
as the trees and the two houses, that can block movement 
options—or worse, attacks. Be careful that you don’t accidentally 
back yourself into a corner and limit your play options. Your 
opponent will capitalize on that kind of mistake immediately. 


If you lose the draw, 
Bakura will always select 
the dual staging areas and 
immediately go on the 
offensive. 


If you are placed in the 
single staging area in the 
corner, start positioning 
your monsters to move 
out from behind the tree. 
The worst thing that can 
happen in this round is to 
get a monster stuck 
behind the tree. You 


Bakura’s “Kuribohs” are 
not the strongest monsters 
on his team, but with 205 
PP, they can pose a threat. 
Engage LIGHT-Type 
monsters to effectively 
nullify their presence as 
soon as possible. 


Bakura will try to surround 
you at the tree. If you find 
yourself bogged down here, 
gang up on his monsters 
and fight your way out. If 
you can eliminate a 
monster at every turn, the 
battle should soon turn in 
your favor. 


Special area effects are assigned to the 

board’s individual squares. Squares 
surrounding the lanterns and houses boost 
LIGHT-Type monsters. Squares around the trees 
benefit WOOD monsters. There are no added 
benefits for monsters positioned on the paths. 


The “Queen of Autumn 
Leaves” is weak against 
FIRE-Type monsters, so 
position a “Mechanical 
Snail” or other FIRE 
monster in her path. 


The “Winged Dragon, 
Guardian of the Fortress 
| #1” has long-range attack 
patterns. It can zip 
around a small area of the 
board, so keep it close 
and try to eliminate it 
before it does too much 
damage to your monsters. 


When moving monsters 
that only have diagonal 
movement patterns, check 
the map so you don’t trap 
them in an area where 
they can’t move around 
very well. For example, 
placing this “Rock Ogre 
Grotto #1” to the left of 
its current position would 
either trap it behind the tree or the corner of the house. 


“Yani Yost \. 
ic K 


While it’s always good to 
cause damage, a hit like 
this isn’t always the best 
move. Attacking from this 
position leaves the 
“Skelengel” wide open for 
an attack in the next turn. 
It’s not worth the mere 46 
points of damage—unless 
you have other monsters 
able to sweep in and finish the job before the turn is up. 


If the “Queen of Autumn 
Leaves” escaped your 
FIRE-Type monster’s 
clutches, use anything but 
a WIND-Type monster to 
hunt it down and finish it 
off. This monster is just 


After the match, take Bakura’s “Winged 


— J | Pp S Dragon, Guardian of the Fortress 
~ ~ #1” and “Queen of Autumn Leaves.” 


BOARD 2: 
TREASURE TROVE 


Glittering gold is piled high in every corner of this ancient 
tomb, the next board in this tier of the tournament. As 
beautiful as the piles of treasure are, Yugi cannot allow 
himself to be distracted. He is about to take on one of the 


brashest Duelists to ever play the game of Capsule 
Monster Chess. In close quarters like these, one false move 
is all it takes to unravel a winning strategy. 


Maximum Board MP: 750 
Maximum Monsters: 8 
Maximum Board AP: 450 
Win Bonus MP: 400 


Board Attributes 


Attribute 


Strength 


LIGHT 10 
DARK 


Bandit Keith's Symbol: DARK 
Symbol PP: 500 
Bandit Keith is a 
disgraced Duelist. 
This well-known 
cheat has chosen the 
Capsule Monsters 
Coliseum tournament 
to reclaim the 
j ‘ | spotlight, and judging 
kh Al __| from the hearty 
assortment of monsters, it seems Bandit Keith 
has a real chance. The Duelist selected his 
monsters quite cleverly, as no monster has an 
unanswered weakness. His THUNDER-Type 
monsters are strong against the LIGHT-Type 
monsters you may send to banish his DARK 
monsters. 


Bandit Keith's Monsters 


Monster Attribute PP MP AT 
“Barrel Dragon” DARK 310 235 130 
“Feral Imp” DARK 238 102 117 
“LaLa Lioon” THUNDER 163 62 133 
“LaLa Lioon” THUNDER 163 6213S 
“Needle Ball” DARK 244 60 112 
“Needle Ball” DARK 244 60 112, 
“Steel Scorpion” THUNDER 140 45 130 
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This board is split into three lanes, thanks to a number 
of torches and pits on each side of the giant altar in the 
middle. Bandit Keith will attempt to divide your forces by 


tricking you into following his team down one side, only 
to pass through the middle at one of the few openings 
available. 


Bandit Keith’s strongest 
monster is the “Barrel 
Dragon.” He does not 
summon the monster 

| immediately, as doing so 

z uses a lot of AP. As soon as 
it does come into play, you 
need to be on top of it. 
Allowing the “Barrel 
Dragon” to close in ona 
lone monster plays into Bandit Keith’s hand. 


Because of the impassable 
squares along the sides of 
the center altar, place 
some of your monsters in 
the middle of your 
staging. Place the rest on 
the far edge of the staging 
zone so you don’t have to 
waste moves getting 
around obstacles as 
Bandit Keith advances across the board. 


Watch the three lanes of 
traffic carefully. Bandit 
Keith is an aggressive 
Duelist, perhaps too 
much so. He will 
sometimes make terrible 
mistakes, such as 
indicating too soon which |i 
route he is committed to, | 
then sending his “LaLa Li- 

oons” down this lane. This early indication gives you plenty of 
time to plan a counter-attack, sending in EARTH-Type monsters to 
dish out great damage. 


/ Bandit Keith | Keith 


Yar Yogi \, Use the impasse squares 
) DARK A E q to your benefit. In this 
‘ 7 lane, the “Rock Ogre 
Grotto #1” has ducked 
behind an impasse 
& square, completely out of 
the way of one of the 
“LaLa Li-oons.” However, 
24 it can still attack any 
“LaLa Li-oons’” in the lane—its advantageous position will keep 
them both pinned. 


Advantage 


Disadyant 


Stop the pair of 
“Kuribohs” from getting 
to the end of the lane by 
swarming them with 
monsters. Position your 
monsters into attack 
positions so they can 
finish off at least one 
“Kuriboh’ per turn. 


A lot of action happens in 
the middle of the board 
on the altar. Be careful 
when committing a 
monster to the center, as 
there are several impasse 
squares along the altar 
that can trap a piece. 


Check the physical 

) squares on the board to 
ie) see which routes you can 
use to slip off or on the 

3 altar, should you need 
backup, or if your 
challenger has left a 
weakened monster in 
the open. 


When the “Barrel 
Dragon” enters into play, 
concentrate your 
attention on it. Naturally, 
you cannot ignore the 
other monsters, but if any 
| LIG HT-Type monsters are 
still available, direct them 
*08) toward the “Barrel 

ae Dragon”—you must not 
allow that beast to wade into your ranks. It is too strong and will 
wipe out weakened monsters with a single hit. 


Surround the “Barrel Yan Vogt 
Dragon” as quickly as DARK 
possible. While it is never e 
preferable to lose a piece, 
if you can get in a critical 
hit on the “Barrel 
Dragon” and you have 
other monsters still on 
the board, the sacrifice 
may be worth it. 


Feral imp 


5 cAI Steel Scorpion 
cod 

6) as 

+ 


If you are victorious, taking the 
TI ps “Barrel Dragon” from Bandit Keith 
= “is an obvious choice. Since the other 
monster types can be bought from Grandpa, check 


their stats and pick one that earned experience during 
the battle. 


LaLa Lioon 


BOARD oS 
IMPERFECT PARADISE 


Yugi's showdown with the gentlemanly Maximillion 
Pegasus takes place in a carefully manicured courtyard, 
decorated with neatly arranged flowerbeds and a bubbling 
centerpiece fountain. This fountain does not overflow like 
the spout in Forgotten Capital, but it does provide a boost 
to appropriate monsters that take refuge there from the 
midday sun. Perhaps other parts of the garden can also 
benefit monsters? 


Maximum Board MP: 780 
Maximum Monsters: 7 
Maximum Board AP: 550 
Win Bonus MP: 400 


Board Attributes 


Attribut Strength 


LIGHT 60 


OPPONENT: 
MAXIMILLION PEGASUS 


Maximillion Pegasus’s Symbol: LIGHT 
Symbol PP: 240 


Maximillion Pegasus, 
decked out in his finest red 
threads, holds court over 
this “paradise.” The smooth- 
talking, debonair Duelist 
acts as if working Yugi over 
will be a cakewalk. Prove 
him wrong by enlisting monsters that 
counteract his sortie, such as FIRE-Type 
monsters that can incinerate his “Ancient Tree 
of Enlightenment.’ Just be careful to keep 
them clear of the lone “Penguin Soldier.’ 


Maximillion Pegasus’s Monsters 


Monster Attribute PP AP MP AT 
‘Ancient Tree WOOD 229 84 59 
of Enlightenment” 
“Green. WOOD CAS Tks) 
Phantom King” 
“Haniwa” EARTH 40 40 
“Lucky Trinket’ LIGHT Oe .62, 
“Penguin Soldier” WATER 60F a5 0) 
“Rogue Doll” LIGHT 111 


BATTLE STRATEGIES 


The many features of this pleasant courtyard can be used 
to your benefit if you place your monsters wisely. The 
fountain offers a stat boost to WATER-Type monsters. 
Plant a WOOD-Type monster in one of the flowerbeds for 
another strength increase. The paved surfaces offer no 
benefits, but the dirt off to the side will help out EARTH- 
Type monsters, such as Pegasus’s “Haniwa.’ 


| Pegasus isn’t an 
aggressive Duelist—he’s 
just very, very clever. And 
fast. Before you know it, 
he will have moved a 
monster into an attack 
position that takes 
advantage of the 
mismatched attributes. 
vou can Breen this by not including any THUNDER-, DARK-, 
FIRE-, or WIND-Type monsters in your sortie. However, that 
limits your options, so you're better off taking your time and 
plotting each and every move. 


One of the staging areas is 
in a pool of water, 
offering a boost to any 
WATER-Type monsters. If 
your Symbol is WATER, or 
you have enlisted more 
than one WATER-Type 
monster in your sortie, 
select this staging area if 
given the choice. 


However, if you are not 
including WATER-Type 
monsters in your sortie, 
then take the green 
staging area. There is no 
need to give Pegasus’s 
WOOD-Type monsters a 
head start. 


Always try to counteract 

Pegasus’s moves with 

attacks from mismatched 

attributes, such as moving 

a FIRE-Type monster into 
Trl a position to attack his 

= 164 > 1 29, “Green Phantom King.” 


"228/ 


a 131/154 
(| -23) 


Pegasus will position his 
“Penguin Soldier” in the 
fountain so it receives a 
nice boost. Keep FIRE- 
Type monsters clear of the 
fountain, as the “Penguin 
Soldier’ can attack from a 
couple squares away. 


mat Yugi S Because the entire board is 
D)_DARK bathed in LIGHT, DARK- 

: Type monsters are at a 
constant disadvantage. 


P 30B/ 308 * Advantage 
Move GH2 
Attack G2 | Disadvantage Gf 


This is a tough match. You 
will likely lose at least one 
or two pieces, thanks to 
Pegasus’ strategy of 
keeping on top of your 
attributes. Do not make a 
mistake, like placing a 
FIRE-Type monster in the y 
f 13 AT 1484 oy 
fountain (as pictured soe =2) (+35) 
here). Pegasus will be all 
over you every time you slip up. 


CAUTION! 


Be aware that Pegasus’s “Lucky Th 
Doll” are on the receiving end of 
only do they benefit from Pegasu 
the sunshine bathing this 
strength. 


Maximillion Pegasus 


If you opted to bring out a 
“22k (4402) DARK-Type monster, keep 
oi on top of the “Haniwa.” 

With 235 PP, the monster 
Bs can survive a couple of 

, attacks—giving it multiple 
s| Opportunities to target 
your DARK monster. 


“Yami Yugi N= 


>) DARK Ap 


Try not toletasingleturn iN 

go by without attacking DARK AP mm 
one or two monsters. If j 
possible, gang up to 
eliminate at least one 
monster per turn—once 
they have all met in the 
middle, at the fountain. 


(4402) 


There is no shame in 
retreating. Pull your 
monsters back if they are 
severely weakened. It’s 
best to have them as a 
backup should the match 
start to go horribly awry. 
You can often move a 
wounded monster back 
into play just to deliver a 
final blow. 


Pegasus will likely hold hoes a —, 


} : Z, Maximillion Pegasus 
one of his monsters in 780 (2550) 


reserve, like this “Lucky 
Trinket.” It’s not a bad 
strategy to replicate, as 
having one monster with 
full PP in reserve can be a 
life-saver when a match 
starts going south. 


BOARD 4: 
BURNING EARTH 


¥| 


Out of the burning desert sands comes Yugi's next 
challenger: Odion. Dressed in elegant purple, this Duelist 
poses a significant challenge to Yugi, as he wields a 
ferocious sortie of powerful monsters. However, if the 
desert can somehow be used against Odion and his team, 
perhaps Yugi can make it out of this sand trap—not merely 
still in the tournament, but a few monsters richer. 


Maximum Board MP: 750 
Maximum Monsters: 8 
Maximum Board AP: 480 
Win Bonus MP: 400 


Board Attributes 


Syek PP: 220. 
a “| Odion has placed all of 
his eggs in the 
pro erbial k basket. With 
-| the exception of two 
Nt _ monsters, “Skelengel’” 
and “Fire Reaper,” all of 
| Odion’s monsters are 
EARTH- “ype Almost his entire sortie is weak 
against an onslaught from DARK-Type 
monsters. This challenger is more of a thinker 
than previous Duelists: he plays conservatively 
as opposed to mounting an ete 
campaign. ee ee 


Odion’s Monsters 


Monster : 

“Fire Reaper” F 
“Hitotsu-Me 

Giant” 

“Hitotsu-Me 

Giant’ 

“Rock Ogre 

Grotto #1” 
“Skelengel” LIGHT — 20 
“The Statue EARTH 277 
of Easter Island” <a 

“The Statue EARTH 
of Easter Island” 


103 130 


277 85 


BATTLE STRATEGIES 


There are three keys to victory on this board. First, you 
must enlist some DARK-Type monsters to run roughshod 
over Odion’s twin “Hitotsu-Me Giants” and “The Statue of 


Easter Island.’ Second, bring a few monsters that can cover 


ground quickly—since Odion plays pensively, you want to 
overwhelm him as soon as possible. Third, play the 
sandstorms to your advantage. 


Every few turns a 
sandstorm rips through 
the board. This blocks the 
sun out for two turns, 
lowering the LIGHT 
effects on the map. This 
will help your DARK-Type 
monsters. Also as a result 
of the sandstorm, the 
WIND seriously kicks up—up to 60. If you brought any WIND- 
Type monsters, this is the time to use them in battle. However, 
keep in mind that the sandstorm boosts EARTH to 46, and if 
Odion has any EARTH-Type monsters left, they will be 
temporarily more powerful. 


Neither staging area is 
better than the other. 
Each one is partially 
obstructed by a giant, 
impassable wall that 
blocks both movement 
and attacks. 


Place your monsters— 
especially DARK-Type 
monsters—at the exposed 
end of the staging area so 
they can immediately make 
their way across the board. 


Remember, Odion is [Yami Yogi \© 
almost quizzically 2)_DARK | 
conservative in this 

match, so barrel across 

the open desert as quickly 

as possible to start 

delivering attacks on those 
“Hitotsu-Me Giants.” 


DARK monsters can really 
put a dent in Odion’s 
sortie—especially if you 
are able to gang up ona 
target with multiple 
DARK-Type monsters. Try 
not to waste any DARK- 
Type monsters, such as 
this “Summoned Skull,” 
on any non-EARTH 
monster. If you have a monster as powerful as this, use its 
mismatched power to full effect and rack up experience. 


Disadvantage 


148177 


340/ 340 
AY 148/ 128 Of 13/ 13 = 
(20) 


If you can gather your 
pieces near the edge of 
Odion’s wall, you have a 
good opportunity to gang 
up on any monster that 
attempts to move into 
the center area of the 
board. This is an 
excellent way to pick 
apart the enemy’s army, 
one monster at a time. 


ae 
Yami Yugi \Se 


DARK AP 


Since sandstorms increase an EARTH 
a © monster's potency, do not leave any 
Ti Pp of your monsters in range of a 
> “piece you cannot finish off during 
that turn. Odion will strike back—and strike hard. 


WIND-Type monsters 
function well when the 

| sandstorms kick up. They 
can deliver devastating 
blows, thanks to their 

7) attribute bonus—even 
against EARTH-Type 
monsters that normally 
are not susceptible to 

~ their hits. 


Attack D 
158 > 14 
Pest 
AY 158/ 125 OF 16/ 14 
+2) 


a 


PEMA Otfeiel anne Guide 


Try to keep the fight on 

|) Odion’s side of the board. 
=| If you can keep his 

} movements in check by 
blocking his wall with 
monsters, you will win 

| the match. 


Yami Yugi \ 


If you manage to wipe out 
the majority of Odion’s 
pieces, he will start to pull 
back. Give the Duelist no 
>} quarter. Chase his final 
pieces down and finish 

' the match. 


After the match, take one of the 
% J { PS. “Hitotsu-Me Giants.” Check to see 
a ~ if one of them has any earned 


experience from the battle. If you’re lacking EARTH- 
Type monsters, pick up “The Statue of Easter Island,” 
but the monster is available in the next batch at 
Grandpa’s Shop. 


BOARD > 
GURU'S GARDEN 


The concluding board of Area 3 is the toughest match Yugi 
has faced so far. He must face down a master Duelist on a 


very tricky board. A collection of cubes has assembled in 
deep space. Several of the cubes benefit from specific 
monster attributes, while a few are completely neutral. 
What makes this board such an incredible challenge are 
the cold, empty spaces between many of the blocks where 
no monster can tread. Can Yugi unlock the secret of the 
board and use the cubes to his advantage against this 
fearsome Duelist? 


Maximum Board MP: 900 
Maximum Monsters: 8 
Maximum Board AP: 650 
Win Bonus MP: 450 


Board Attributes 


Attribute Strength 


NONE 


Marik Ishtar's Symbol: DARK 
Symbol PP: 220 


Marnik Ishtar is easily 
the toughest, smartest, 
most prepared Duelist 
Yugi has faced so far in 
the Capsule Monsters 


Coliseum tournament. 
The challenger doubts 
Yugi's skill with his 
monsters—and that 
may ultimately be the key to his undoing. 


Ishtar has loaded his sortie with DARK-Type 
monsters that take advantage of his DARK 
Symbol, including the terrible “Zoa,’ a creature 
that can eliminate a monster with a single hit. 


Marik Ishtar’s Monsters 


Monster Attribute MP AT 
“Bolt Penguin” THUNDER 126 145 
“Kanikabuto” WATER $6 113 
“Kanikabuto” WATER 5 S56) 13 
‘Needle Ball” DARK 4 6 (LOE ais 
“Ryu-Kishin” DARK Sh 1s 
“Ryu-Kishin’? DARK 81 114 
“Zoa” DARK 228 = 129 


BATTLE STRATEGIES 


This strange collection of cubes hanging in space poses an 


interesting challenge. You can make the assembly work for 
you with some smart moves, but if you allow Marik Ishtar 
to gain control of any pivotal cubes, it will be one of the 
quickest matches you've ever attempted. 


Check repeatedly for 
the travel routes 
between the cubes. 

Se] Some cubes appear 
completely 
independent of the 
other, only to have the 
connection revealed 
when “Zoa’ comes tromping across. Some monsters are 
also able to travel across the empty, impassable squares, so 
consider all of your options—as well as Ishtar’s—before 
making your play. From different angles, what looks like a 


safe haven may not be. 
Marik Ishtar’s master Dueling skills have made him 

arrogant. You must use that to your advantage. On this 
board, patience is indeed a virtue—the rash Duelist that 
scouts out the board in advance is quickly struck 

down by Ishtar’s punishing sortie. If you get caught 
in the middle of the board, Ishtar will move in 
his duo of “Ryu-Kishins” and the dreaded 
“Zoa.’ You'll be lucky if your monster 
survives the turn if this happens. 


=| Even though all the 


staging areas look the 


<q same, they are not. One 


Yami Yugi Nv 


DARK Ap 


Unlike Bandit Keith, who 
hung on to his big 
monster, “Barrel 
Dragon,” for a while, 
Marik Ishtar sends the 
mighty “Zoa” into the fray fj 
right away—and the 
results are devastating. 


i—is Pi 
AP 600 (+850) 


staging area is next toa 
DARK cube. That’s the 
one to seize if given the 
choice—it would be 
disastrous for Ishtar to 
load it up with DARK- 
Type monsters. 


It doesn’t pay to be 
aggressive on this board. 
Hang back in the 


§ beginning of the match 


and summon all of your 
monsters. Marik Ishtar 


s| will make a mistake in 


due time. 


Use the grid to locate 
exactly where all of the 
impasse squares are 
between the cubes. 
Remember that some 
movements are stopped 
by the empty space, while 
many attacks can stretch 
over the distance. 


seal Vai Beware of the twin “Ryu- 
DARK: AP; | Kishins.” They can destroy 
q es a monster with one or two 
4| hits. If you allow Marik 
Ishtar to advance on the 
board, these monsters will 
eventually separate. 


When they separate, 
surround them and 

pound them with any 
monster in close range, 
even powerful DARK-Type 
monsters, especially if 
they are standing ona 
DARK cube. The sooner 
you can get the two “Ryu- 
Kishins” and the “Zoa” off 
the board, the safer your sortie is. 


Yami Yugi 


DARK 


As much as possible, stick 
to your own attributes 
when jumping from cube 
to cube, Moving a LIGHT- 
Type monster, such as this 
“Prisman,” to a LIGHT 
cube will not only help | 

BAT VIB OF 36 
lessen any damage it ; fre 86/ 257 

Move 5B2 

takes, it will also beef up Attack 562 Dis 
attacks, which is 
incredibly helpful if the monsters are not mismatched. 


Advantage 


ature QD 


The “Zoa” can ruin a 
monster with a single hit. 
When it comes within 
range and there is no 
chance of Marik Ishtar 
swarming in with his sortie 
(hopefully because you 
already destroyed them), 
lunge ahead and attack. 


Do not move monsters within striking 
Z Ti Pp \_ distance of the “Zoa” unless you can 
N / finish it off on that turn. Even if 
you've wounded it, its attacks are still 
frightfully powerful. 


Try to take control of the 
DARK cube in the center 
of the board. If you 
brought DARK-Type 
monsters, this is an 
excellent vantage point 
for them. If you brought 
LIGHT-Type monsters to 
combat Marik Ishtar’s 
DARK-dominated team, 
surround the DARK cube to prevent him from moving his DARK 
monsters onto it. 


Any time a monster is 
wounded, as in the case of pew ~ #50 (4850) 
this battered “Skelengel,” ae 
consider falling back. This. ~~ 4 — 
late in the game, against f 5 
such powerful monsters, 
it is better for your 
monsters to stay on the 
board than to sacrifice 
them for a hit, especially 
if they are weak against their target. 


While it may seem like the 
DARK-Type monsters are 
your only concern, beware 
of letting the 
“Kanikabutos” roam free 
for very long. If they 
break away from the 
group, the WATER 
monsters can really rip 
apart your team, even 
after you've beaten the “Zoa.” 


5 een you finally defeat Marik Ishtar, 
| | Pp swipe both the “Zoa” and one of 
» “ the “Ryu-Kishins” from his team. 


Board Attributes 


LIGHT 50 


High on a mountaintop amongst the clouds, Yugi sets foot 
sae ee ee WIND 20 
in a remote and tranquil paradise. The serenity is short 

lived, however, as the lofty temple is about to serve as a key 


battleground in Yugi’s quest to win the Capsule Monster 
Coliseum tournament. Much of the temple is offlimits to OPPONE NT: SHADI 


monsters, which forces this match to be almost as much ; 
Shadi’s Symbol: LIGHT 


Symbol PP: 220 


about choosing routes as it is about monster match-ups. 


Shadi is a wise Duelist 
who believes that his 
bout with Yugi is 
; destined by fate. Not 
tint fi old 55 wanting to disappoint 
; ‘ destiny, Shadi takes the 
AE atch seriously, debating 
moves and making careful, calculated choices. 
Brashness has often failed against Yugi in the 
past. If Yugi can make quick moves with 
monsters of great strength, he can catch Shadi 
by surprise and end this match in a hurry. 


Shadi’s Monsters 


Monster Attribute 
“Charubin the FIRE 
Fire Knight’ 
“Faith Bird” WIND 
“Hitotsu-Me EARTH 
Giant” 
“Launcher Spider” FIRE 
“Lucky Trinket’ LIGHT 


“One-Eyed WIND 
Shield Dragon” 


“Skelengel” LIGHT 


BATTLE STRATEGIES 


The Limitless Sanctuary is a unique board, as it separates a 
Duelist’s Symbol from the rest of his monsters. There are 
two staging areas on opposite corners of the board, while 
the two Symbols meet almost face-to-face in the center, on 
top of a giant stone yin-yang. 

Obviously, the first goal is to get your Symbol out of the 
center, where it sits practically unprotected. Begin each 
turn by moving the Symbol toward your monsters. The 
middle of the board is where most of the action will take 
place, and if you allow Shadi a chance, he will target your 


defenseless Symbol. 


Your pieces start 
behind a part of the 
temple that blocks a 
direct path to the 
center. To get around 
this, use monsters with 
diagonal movement 


| patterns. They can 
“bounce” out of the 


corner and move into the center battleground much faster 
than pieces that move only in straight lines. Once in the 
center, you have two options for defeating Shadi—either 
directly chase down his Symbol, or work over his sortie 
one monster at a time. 


Place monsters with 
diagonal movement 
patterns, like “Gazelle the 
King of Mythical Beasts,” 
along the edge of your 
staging area. As soon as 
re the action starts, move 

80/ 80 § Advantage 


SH Move O2- - into the center area. 
RlendKraken| Aieck sq Disadvantage (ab 


Move monsters with high 


Yami Yogi \™ 
r a r 7 L PP into the center first, as 
; they are more likely to 
come under attack early 
on, and you can’t afford 
to see them knocked out 


after just a few turns. 
PP 270/ 270 Advantage Av 

Move 4 

Ailack EE 2 Disadvantage 


Until your Symbol is off to 
the side, you must begin 
each turn by moving it. 
Don’t forget to check your 
monsters’ movement 
patterns so you do not 
move the Symbol 
accidentally into a prime 
attacking position. 


Shadi has two FIRE-Type 
monsters, but avoid 
sending WATER-Type 
monsters immediately 
into the center to chase 
them down. His WIND- 
Type monsters, such as 
the “One-Eyed Shield 
Dragon,” have long- 
reaching movement 
patterns and can take out your WATER monsters quickly. 


Sending EARTH-Type 
monsters into the center 
is an excellent strategy. 
Shadi has no DARK-Type 
monsters, so they will not 
take excessive damage. 


Whenever one of Shadi’s 
monsters enters the 
center of the board, 
surround it as soon as 
possible. If you do not 
take out his monsters in 
rapid succession, their 
long-range movement 
patterns will help him get 
the drop on your pieces. 


Yami Yugi \ 


DARK AP 


once es @ Shadi’s “Hitotsu-Me 
it pes =| Giant” is powerful against 
‘ THUNDER-Type 
monsters, but it is slow, 
with limited range. 
Quickly move a 
THUNDER-Type monster 
into the center to attack 
anything LIGHT in the 
area, including Shadi’s 
Symbol. It will take several turns for the “Hitotsu-Me Giant” to 
make a serious run at your THUNDER monsters. 


If Shadi makes an error 
moving his Symbol out of 
the center, you can end 
the match quickly by 
ganging up on it as it tries 
to flee the center of the 
board. The Symbol has 
low PP, so just a few well- 
aimed attacks from strong 
monsters will destroy it 
and end the match. 


iN 
“Yami Yugi NS 


PARK Ap 


Remember that if you win a match 

by destroying your opponent's 
Symbol, you cannot select any monsters at the 
end of the round that you did not defeat prior to 
destroying the Symbol. 


BOARD 2: WICKED 
CEREMONIAL SITE 


The Wicked Ceremonial Site is quite a contrast from the 


peaceful Limitless Sanctuary. The nightmarish board was 
once the site of horrific rituals, and even though the 
depraved practitioners are long gone, the aura of darkness 


Nes 


PRIA Ont) Gane uit 


Maximum Board MP: 800 


Maximum Monsters: 8 
Maximum Board AP: 750 
Win Bonus MP: 450 


Board Attributes 


Attribute 


DARK 


Yami Bakura’s Symbol: DARK 


Symbol PP: 300 


Yami Bakura is the 
dark form of Bakura, 
whom Yugi enjoyed 
a match with at the 
Moonlit Cherry 
Blossoms site. His 
civility has drained 
away, replaced with 


a snarling soul who will stop at nothing to 


steamroll Yugi into the Shadow Realm and 
advance in the tournament. Yami Bakura has 
brought an array of monsters that could help 
his cause, but if Yugi plays it smart, he can 
outwit his foul opponent. 


Yami Bakura’s Monsters 


Monster Attribute PP 
“Bolt Penguin” THUNDER 173 
“Feral Imp’ DARK 238 
“LaLa Li-oon” THUNDER 163 


“Mega 
Thunderball” THUNDER 165 


“Needle Ball” DARK 244 
“Pumpking the DARK 279 
King of Ghosts’ 

“Tri Horned DARK 325 
Dragon” 


BATTLE STRATEGIES 


DARK-Type monsters are best served on this board. The 
board’s DARK attribute gives Yami Bakura’s DARK 
monsters stat boosts, making them even more fearsome. 
Couple this increase with the added benefits of Yami 
Bakura’s DARK Symbol, and his army looks somewhat 
unstoppable. 

Because of the board's preference for DARK monsters, 
refrain from sending out an army of LIGHT-Type 
monsters. While they may score a few impressive hits, the 
pervasiveness of the DARK attributes will ultimately 
prevail. You must fight fire with fire—or in this case, 
DARK with DARK. 


P= Send heavy-duty 
DARK-Type monsters 
into play, such as a 
“Zoa,’ “Ryu-Kishin,” or 
“Summoned Skull.” 
These monsters enjoy 
attack-and-defense 
boosts that help offset 
Yami Bakura’s onslaught. Since the outer rim of the board 
is best suited for EARTH-Type monsters, select an EARTH 
monster with long-range movement. Keep this monster on 
the outside of the board, away from the DARK monsters, 


and direct it toward Yami Bakura’s THUNDER monsters. 

Give your DARK-Type monsters an even bigger boost by 
landing on the skull in the center of the board. This square 
boosts the DARK attribute, making every square beneficial 
to DARK-Type monsters. 


Yami Bakura is an 
aggressive Duelist. Your 
best strategy is to never 
let him take control of the 
match, Play hard and 
fast—keep him off 
balance. As soon as the 
match begins, declare 
your intent by 
~ summoning DARK-Type 
monsters to move into the center of the board. 


80/ 80 ¢ Advantage 
Move H- = 
Atuck GR- Disadvantage 


Once your DARK-Type 
monsters have been 
summoned, unleash your 
EARTH-Type monsters. 
“Gazelle the King of 
Mythical Beasts” is an 
excellent choice for this 
board because it can 
cover great distances ina 
single turn. 


Move your DARK-Type 
monsters into the center 
platform, closing in on 
the skull. This will force 
Yami Bakura to start 
positioning his strong 


DARK-Type monsters in tay Ls? 156 
2 Soy Nae 
the center for a counter- Peasy” 305/308 Adan ® 
ove 
attack. This will be the M J Attack R3 | Disadvantage GD 


key to his undoing. 


Yami Yugi \¥ i) 


3) DARK _ AP mess (15 


As soon as you can strike, 
start ganging up on Yami 

Bakura’s strong monsters, 
like “Pumpking the King 
of Ghosts” and the “Tri- 

Horned Dragon.” These 
monsters cannot roam 
freely for too many 
turns, as they can 
hit hard. 


Move a monster onto the 
skull to trigger the DARK 
trap. This casts 
DARKNESS over the entire 
board so now every square 
offers your DARK-Type 
monsters extra stat boosts. 


If you loaded your sortie with DARK 
Z Ti P \_ monsters like “Summoned Skull” 
N 7 and “Zoa,” you absolutely must 

trigger this area effect. With attack and 


defense strengths bolstered by the added DARK benefits, 
Yami Bakura will be hard-pressed to defeat you. 


Using the extra strength 
of strong DARK monsters 
like the “Zoa,” relentlessly 
attack Yami Bakura’s 
sortie. Eliminate his big 
guns as quickly as 
possible to keep the 

3 oy a #7 3 match in your favor. 


While Yami Bakura 
concentrates on the center 
of the board, keep moving 
your EARTH-Type monster 
around the edge and slip 
into his staging area. 


Inside the staging area, 
start attacking his 
THUNDER-Type 
monsters. Not only are 
they are weak against 
EARTH attacks, but your 
monster will receive a 
boost from the outer 
board’s EARTH attribute. 


pp | 
173/173 


a 1637 141 oF 45724 
(#22) ( +21) 


The “Bolt Penguin” and 
“LaLa Li-oon’ will attempt 
to defend themselves 
against your EARTH 
monster, but with the 
mismatched attributes 

e. ee and the benefit of EARTH 

17 14 squares, they will be 
= Le S| Unable to take it down for 

a few turns. Weather these minor attacks and keep thrashing the 
THUNDER monsters for an easy victory. 


If your monsters are not 


Egg aligned for an attack, you 

may need to make a 
sacrifice to trick Yami 
Bakura into moving a 
monster into a choice 
position. This “Blast 
Juggler” makes excellent 
bait, causing Yami Bakura 
to concentrate the attack on it rather than notice the DARK 
monster still poised to strike in the middle of the board. 


If you choose a DARK-Type Symbol for 


) \ Yugi, collect Yami Bakura’s 

< J ip 2 “Pumpking the King of Ghosts’ 
and the “Tri-Horned Dragon.” They 

have high PP, making them strong contenders to 


employ in later matches. 


BOARD 3: CORRIDORS 
OF MADNESS 


The Corridors of Madness are found on a subterranean 


board precariously balanced above a field of poisonous 
mist. The board is seemingly split in two, each side the 
mirror image of the other. However, when a monster steps 
on one square, the square in the same position on the 
opposite side of the board sinks into the mist, creating a 
poisonous perch that causes intense damage. Can Yugi 
master the squares and carve a path to victory? 


Maximum Board MP: 900 
Maximum Monsters: 8 
Maximum Board AP: 680 
Win Bonus MP: 450 


Board Attributes 
Attribute Gea s 


DARK 70 


OPPONENT: YAMI MARIK 


Yami Marik’s Symbol: WIND 
Symbol PP: 484 


us oe, Much like Yami Bakura, 
Ny IL, Dif Yami Marik is a devilish 
# form of the Duelist 
a) 
; = 


<\ gall Marik Ishtar. If Yugi 
» ~ thought Marik Ishtar 
\ ~ was trouble before, wait 
) \ until he triesa 
f showdown with this 
>» evil incarnation. Yami 


\ 
. 
i 


Marik is a DARK-Type player, but he has only 
one DARK monster in his sortie. The rest of the 
squad is made of FIRE and WIND monsters 
with excellent movement range. If Yugi can drop 
enough squares on Yami Marik’s side of the 
board, though, he can limit the Duelist’s options. 


Yami Marik’s Monsters 


Monster Attribute i 
“Blast Juggler” FIRE 
“Megasonic Eye’ FIRE 
“Ryu-Kishin’ DARK 

_“Twin-Headed WIND 

Behemoth” 
“Two-Mouthed THUNDER 
Dark Ruler” 

“Wicked Dragon WIND 
with the 

Ersatz Head” 

“Winged Dragon, WIND 

Guardian of the 
Fortress #2” 


BATTLE STRATEGIES 


The Corridors of Madness board demands that you 
carefully consider your options before you commit to a 
move. Because the squares on the opposite side of the 
board drop when you set foot on one of “yours,” you may 
not only cut off Yami Marik’s attack routes, but also limit 
your own options when you push your sortie onto his side 
of the board. 


Fill out your sortie 

with powerful DARK- 

Type monsters. There 

are two factors in favor 

of this strategy: The 

board itself benefits 

DARK-Type monsters, 

and Yami Marik has no 

LIGHT-Type monsters 

on his team. If you press hard with a lineup of 
powerful DARK-Type monsters, like the 
“Summoned Skull’ or “Pumpking the 


King of Ghosts,” you can pretty much contain Yami Marik 
on his side of the board. 

Constantly keep an eye on the squares Yami Marik sinks 
on your side as he attempts to advance. If you can get the 
majority of your sortie to the center line of the board, a 
stretch of squares that does not cause any others to sink, 
you can command the match. Any moves Yami Marik 


makes will harmlessly sink squares far behind you. 


You can really tear up this 
board with a combination 
of monsters that move in 
straight lines and those 
that bounce around 
diagonally. In just three 
turns, you can summon 
Y “aavanse BD your monsters and get 
eset ead them to the center line. 


Get your monsters to the 
center line of the board as 
soon as possible. Yami 
Marik starts with a 
limited amount of AP, so 
he is unable to make as 
big of an initial push as 
you can—provided you 
have been boosting your 
Symbol’s starting AP whenever you level up. 


Position your DARK-Type 
monsters in the center of 
the area, where they can 
begin claiming ownership 
of Yami Marik’s half of the 
board. If you can dish out 
some big hits right away, 
Yami Marik will switch to 
a defensive strategy. 


PRIA Otfetal| Came 
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Try to use your monsters 
in tandem. Deliver 
“setup” blows with a 
DARK-Type monster that 
drain an enemy monster's 
PP. Then finish it off with 
an attack from your other 
monsters. 


Yami Marik will attempt 
to position his “Twin- 
Headed Behemoth” and 
“Wicked Dragon with the 
Ersatz Head” in attack 
positions, but if you have 
DARK-Type monsters at 
the center, you can wipe 
out Yami Marik’s final 
offensive attempt with a 
few strong attacks. 


Yami Yugi \. Pale 
man ap ltl ( 630), 


not certain before moving. 


Yami Marik’s monsters are 
not necessarily weak 
against DARK-Type 
monsters, but thanks to 
the attribute boost of the 
board itself, your DARK 
monsters can issue 
devastating hits. 


Attacks —— Damage 
201171 


PP 
211/ 


Yami Marik will attempt 
to retreat to the back of 
the board if you wipe out 
the majority of his sortie 
in an attempt to draw you 
closer. Answer this retreat 
by destroying his 
monsters as they flee. 


Be careful not to step on sunken 
4 Ti P \_ squares. When the movement and 
N 7 attack indicators are on the board, 
it can be difficult to see which squares are 


dangerous. View the board from every angle if you are 


Chase Yami Marik’s final 
monsters to the edge of 
the board and finish them 
off. You can also attack 
Yami Marik’s Symbol, as 
the Duelist has nowhere 
to run. 


Yami Yogi \ 
a0 (+1 +636) 
A AP eee 
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BOARD 
CRIMSON VALLEY 


A collection of moss-covered rock outcroppings in the sky 
make up the Crimson Valley. Yugi must ascend to the 
craggy outpost and defeat the fortune-teller that lords over 
the board. With no cloud cover to block out the sun, the 
Crimson Valley is at the mercy of the sun’s cycle. If Yugi 
can use the path of the sun to his advantage, he can exploit 
the flaw in the fortune-teller’s assembly of monsters. 


Maximum Board MP: 900 
Maximum Monsters: 8 
Maximum Board AP: 650 
Win Bonus MP: 450 


Board Attributes 
_ Strength 


LIGHT EUG 
DARK 10 


| Attribute 


WIND 0) 


OPPONENT: ISHIZU ISHTAR 


Ishizu Ishtar’s Symbol: WIND 
Pye PP: 200 


Wy [shizu Ishtar is a 


: re & xs Pe seemingly benevolent 
© fortuneteller who 


believes her gift for 
seeing the future will 
ie help her win the match. 

Yugi believes that he is in 
ee of his own destiny. If he plays the game 
right, he thinks he can prove it to a confident 
Ishizu Ishtar, who claims to have seen her own 
victory in her mind. Perhaps if Ishizu’s crystal 
ball reminded her that she hasn't brought any 
THUNDER-Type monsters to combat LIGHT 
attacks, she would fare better in this match. 


Ishizu Ishtar's Monsters 


Monster Attribute PP AP 
‘Kamakiriman” WOOD = _237-:117 
“Kazejin” WIND 209 132 
“King Tiger EARTH 325 120 
‘Wanghu’ 

“Ryu-Kishin’? DARK 210 85 
“Ryu-Kishin” DARK _ 85 
“Sky Dragon” WIND 


BATTLE STRATEGIES 


The Crimson Valley presents a similar set of challenges as 


Guru's Garden—namely, the large amount of impasse 
squares. The rock outcroppings are all connected, but 
sometimes the bridge between platforms is a single square 
wide. Unless you refer to the map often, you may place a 
monster between a rock and a hard place by mistake. And 
you can trust that Ishizu Ishtar will call you on your error. 


The secret to winning 
the match is using the 
day cycle against Ishizu 
shtar’s monster sortie. 


There are three 


positions of the sun on 
this board: day, dusk, 
and night. As the sun 
goes down, the LIGHT 
attribute of the board drops and the DARK benefits 
increase. Bring some heavy-hitting DARK-Type monsters to 


take advantage of the twilight hours, as their attack skills 
will be extra powerful. 

Ishizu Ishtar has two strong DARK-Type monsters of her 
own=a pair of “Ryu-Kishins.’ If those monsters survive 
until nightfall, they will receive the extra strength boost. 
Your best bet to rid the board of them is to include at least 
one LIGHT-Type monster in your sortie and only use it 
during the daylight. At night, your LIGHT monster's 


effectiveness is muted. 


A ] The board is shaped like a 
| bent halo. The circular 

| shape provides two routes 
for Ishizu to send her 
monsters across, so keep 
an eye on which monsters 
she positions at the 
beginning of each lane. 


Always consult the grid 
between moves to verify 
that you are positioning 
your monster in a square 
that offers multiple 
movement and attack 
options. 


Don’t be too quick to 
CREO) commit to a route, even if 
eT it looks like Ishizu already 
has. If she detects that you 
are gearing up to mount a 
counter-offense against 
her maneuvers, she will 
reverse course. 


Beware of Ishizu Ishtar’s 
“Kazejin.” The WIND 
monster is not only adept 
at getting around this 
fragmented board, but its 
attacks are devastating 
due to its high AT rating 
of 156. 


<aneeeeeeneme 
Ishizu Ishtar 


When Ishizu Ishtar finally 

does commit monsters to 

a specific route, quickly 

position your monsters to 

challenge her. You cannot 

allow her team to dig into 
és your half of the board and 
©) threaten your Symbol. 


“King Tiger Wanghu’ is a 
very powerful monster 
with high PP. If you can 
hold it at bay until night, 
swoop in with your DARK 
monsters and mount 
multiple attacks. 


Night doesn’t last forever 
in the Crimson Valley. Apes 
When daylight returns, 
put your LIGHT-Type 
monsters back into play. 
Even against monsters 
that are not weak against 
their attribute, the LIGHT 
from the board will boost 
their attack strength. 


The day will cycle multiple times in 
XTi Pp S_ the match. Maximize your 
= “ monster’s attacks by using LIGHT- 
Type monsters in the daytime and DARK-Type 
monsters at night. 


If one of Ishizu’s 
monsters manages to 
break through your 
defenses and reach your 
Symbol, check the 
monster’s movement and 


Yami Yogi N 
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attack patterns. Position 
your Symbol so the 
monster can never reach 
it and it will eventually be 
forced to back off—especially if you start sending your monsters 
in its direction. 


Z Before fighting Seto Kaiba, check 

Ti Pp back with Grandpa at the shop. He 
IN Ce . “uns 

has a special monster for you: “Giant 

Mech Solider.” The THUNDER-Type monster is an 
extremely powerful asset when facing down Kaiba’s 
LIGHT monsters, especially the “Blue-Eyes White 
Dragon.” 


BOARD Bi 
CITY OF REDEMPTION 


The City of Redemption is a shattered metropolis, littered 
with wreckage from crumbling buildings. Massive chasms 
split the board, creating huge areas that cannot be easily 
crossed. The sad spires of broken skyscrapers also prevent 
easy passage, but if Yugi can hold out long enough, he 
will discover this forgotten city has a few last shivers of 
life in it. The path to enlightenment, and Seto Kaiba’s 
elimination from the tournament, may just be 

revealed. 


Maximum Board MP: 850 
Maximum Monsters: 8 
Maximum Board AP: 700 
Win Bonus MP: 500 


Board Attributes 


Attribute Strength 


LIGHT 
DARK 
WIND 


Seto Kaiba’s Symbol: LIGHT 
Symbol PP: 550 


The arrogant Seto 
Kaiba is Yugi’s 
nemesis. Despite 
_ their intense 
rivalry, each 
Duelist must tip 
their hat to the 
other, as they are 
each masters of the 
monsters. Seto 
Kaiba’s LIGHT-Type sortie is frightfully 
powerful, especially the “Blue-Eyes White 
Dragon.’ If Yugi can challenge it with a team of 
THUNDER monsters, the behemoth will fall. 


Seto Kaiba’s Monsters 


Monster Attribute 
“Battle Ox’ EARTH 
“Blue-Eyes LIGHT 
White Dragon” 
“Gyakutenno LIGHT 
Megami” 

“Megasonic FIRE 
Eye” 
“Mystic 
Horseman” 
“Skelengel” LIGHT 
“Skelengel” LIGHT 


EARTH 


PEMA Ottietal Gene Guikts 
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BATTLE STRATEGIES 


The best strategy for dealing with Seto Kaiba is 


containment. The master Duelist cannot be allowed to own 
even his corner of the board—you must swiftly go on the 
offensive, closing the distance between your monsters and 
Seto Kaiba’s as swiftly as possible. If Seto Kaiba is able to 
maneuver onto your half of the board, you're sunk. 


The ruined city is a 
j dangerous board. The 
LIGHT attribute gives 
Seto Kaiba’s monsters a 
significant boost, but 
the almost equal DARK 
attribute can help a 

2 = i DARK-Type team even 
out the odds. While LIGHT attacks may be damaging, 
strong DARK monsters (with the added protection of the 


board) can minimize the severity of Kaiba’s blows. Even 
better, DARK monsters will destroy the “Battle Ox” and 
“Mystic Horseman’”—a pair of monsters that you do not 
want to see roam free. 


The broken board offers 

| few straight paths to your 
opponent's corner. Use 
monsters with diagonal 
movement patterns to get 
@| out of your staging area 
and quickly close the gap. 


Yami Yugi \. 
D_DARK AP mat 


Kaiba will spend two 
turns just trying to 
summon his monsters. 
During this time, you can 
free yours from your 
capsules, and, if you have 
been boosting your 
Symbol’s AP with every 

| | level gain, you are able to 
start moving. 


Kaiba has several LIGHT 
monsters at his disposal, 
so start moving your 
THUNDER monsters, 
such as the “Giant Mech 
Soldier” into attack 
positions as soon as 
possible. Once Kaiba frees §f 
all of his LIGHT monsters, 


If you can cross the 
middle of the board 
before Seto Kaiba can 
start mustering his 
monsters, you'll have the 
upper hand. 


D) PARK AP ma” 


It is easier to cross the center space 

with far-reaching monsters, like 
“Pumpking the King of Ghosts.’ Your other 
monsters can trudge up the land bridge to the 
east of your staging area. 


Surround your 
challenger’s monsters and 
start eliminating them 
one at a time. These 
“Skelengels’ would 
normally not pose a 
significant threat, but the 
double boost from the 
board and Kaiba’s Symbol 
give them a better shot at 
causing damage. 


When Seto Kaiba finally 
does summon the “Blue- 
Eyes White Dragon” from 
its capsule, ready your 
pieces to take it down. 
DARK-Type monsters can 
soften it up, but only your 
THUNDER monsters can 
deliver the strong attacks 
necessary to eliminate it 
from the match. 


ee et» 
ow <a 
700 (+611). 


AREA 4 


Position your THUNDER monster on 
ax | | PS one of the electrical squares for an 
= “ extra boost of attack strength. 


Once the “Blue-Eyes 
White Dragon” has been 
v3 taken down, Seto Kaiba is 
Seay aie on the run. Do not let up. 


MEE i \ Keep pushing your 
Attack Damage 


Ala 68 >) 8 


Yami Yugi \ 


DARK Ap 
Ve 


monsters into his territory 
and keep him contained. 


Your DARK-Type monsters 
can make mincemeat of 
Seto Kaiba’s “Mystic 
Horseman” and “Battle 
Ox,” so target those pieces 
and let your THUNDER 
monsters clean up any 
remaining LIGHT-Type 
monsters. 


Yami Yugi \ 
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The “Gyakutenno 
Megami” is trapped 
behind this skyscraper, 
but don’t be too quick to 
move in. The buildings 
around her crumble in an 
earthquake, clearing her 
path out of the corner. 


Yami Yogi AN 


D park ap 000 (+810) 


A heavy THUNDER 
monster can work in 
tandem with a DARK-Type 
monster to wipe up the 
remnants of Seto Kaiba’s 
once-strong sortie. 


Yami Yugi \ 
700 (+611), 


When the match is over, you can 


OD \ select three of Seto Kaiba’s 

XS Ti P 7 monsters. Make sure the 
“Blue-Eyes White Dragon” is 34 

a part of your booty. 


KING COLISEUM 


BOARD 1: 
SHRINE OF CHAOS 


After Yugi defeats Seto Kaiba, the sky darkens as the 
monstrous King Coliseum erupts from shattered earth. 
This final area is where Yugi must challenge the five final 
Duelists in the Capsule Monster Coliseum tournament— 
five trials of enormous difficulty. Should he win, there is 


no question that he is truly the King of Capsule Monsters. 


But before he can lay his hands on the trophy, he must 
first meet a previous challenger on a skyward board, 
where the eight attributes are the elements at his 
command. 


Maximum Board MP: 950 


Maximum Monsters: 9 
Maximum Board AP: 750 
<= Win Bonus MP: 500 


Board Attributes 


Attribute 


Strength 
LIGHT 

DARK 

WATER 

WIND 


OPPONENT: 
MAXIMILLION PEGASUS 


Maximillion Pegasus’s Symbol: LIGHT 
Symbol PP: 350 


Despite defeating 
Maximillion Pegasus 
earlier in the 
tournament, the 


sporting Duelist is back 
to challenge Yugi once 


more. Pegasus has two 
teams of monsters a his beck and call, 
depending on which side of the board Yugi 
claims as his own. Each team presents a 
formidable contest, but if Yugi can learn to 
use the board to his advantage, or at least 
keep it at a constant disadvantage for Pegasus, 
he will win the day. 


Maximillion Pegasus's Monsters (LIGHT side) 


Monster Attribute PP AP MP 
“Carat Idol” FIRE 27S AAO: 2OL 
‘Jigen Bakudan” FIRE SO. 60 
“Larvas” EARTH 50 
“Lucky Trinket’ LIGHT 2 54 
“Magician of LIGHT 

Faith” 

“Parrot Dragon” WIND 


“Rock Ogre EARTH 
Grotto’ #1 


“Rogue Doll” LIGHT 


“Torike’” EARTH 2. 65 


Maximillion Pegasus's Monsters (DARK side) 


Monster Attribute PP AP MP AT 
“Arsenal Bug” WOOD 2360 12 90s 1207, 
“Carat Idol” FIRE 275 201 100 
‘Tilusionist | DARK 175 151 116 
Faceless Mage” 

“Jellyfish” WATER 226 120 116 105 
“Lucky Trinket” LIGHT 242 62 — 101 
“Magician LIGHT 230 4 90 
of Faith” 
“Oscillo 

Hero #2” 
“Oscillo 

Hero #2” 
“White 

Dolphin” 


THUNDER 100 117 


THUNDER 117 


WATER 44 


BATTLE STRATEGIES 


The Shrine of Chaos features two pads on opposite ends of 
the board that control the attributes of various squares of 
the arena. The pad controlling the Dark-colored squares is 
made up of EARTH, WIND, FIRE, and LIGHT. The other 
pad switches the Lightcolored squares between DARK, 
THUNDER, WOOD, and WATER. 


“KING COLISEUM 


Tf you win the draw at 
the beginning of the 
match, you can choose 
which pad to take hold 
of: Select the Dark- 
colored pad with the 
LIGHT attribute tile if 
you win. Since 
Maximillion Pegasus’s 
Symbol is LIGHT, you want to take that advantage away 
from him. 

You can change the attributes on the board by planting 
your Symbol on one of the four attributes on the pad. The 
change is instantaneous. As soon as you move your 
Symbol off the attribute, the square returns to neutral 
territory. You can unleash multiple attributes per turn. For 
example, if your Symbol has activated DARK-Type squares, 
you can place a DARK monster on a Dark square and 


enjoy the increased attack powers. Then, move your 
Symbol to THUNDER before positioning a THUNDER 
monster on one of your squares and attack one of Pegasus’s 
LIGHT-Type monsters. 


If you are able to choose 
sides, it is best to select 

| the Dark-colored squares. 
You may sacrifice some 
attributes, such as DARK 
and THUNDER, but that’s 
preferable to allowing 
Pegasus to use LIGHT and 
EARTH to his advantage 
throughout the game. 


| Load your team with 
powerful, leveled-up 
monsters. Hopefully, you 
have a couple by now that 
m can take out an 
opponent's monster with 
a single hit. 


Pegasus will move his 
“QOscillo Hero #2” duo 
quickly, positioning them 
@q) for lightning attacks on 

>| your team before you are 
even out of the gate. 


If you're facing Pegasus’s Dark-colored 

square team, the “Parrot Dragon” and 
‘Jigen Bakudan’” are moved into attack positions 
early. These monsters have decent attack strength, 
so keep them in check with heavy attacks. 


Wipe out the twin 
“Oscillo Hero #2”s. They 
are weak in PP and can be 
wi ruined with big monsters 
| fairly easily, but have 


3] enough attack strength to 
cause a troublesome 
amount of damage should 
they get too close. 
Destroying them puts 
Pegasus on the defensive right away—this is exactly where you 
want him. 


a Pegasus’s Water monsters, 
=| such as the “Jellyfish,” 
will lumber down the 
board just a few squares 
at a time. Target them 
only when they get close 
to being in attack range. 
In the meantime, guard 
against stronger monsters 
with greater attack ranges. 


bE od i 


The best strategy for 
dealing with these two 
troublemakers is to 
surround them and attack 
with multiple monsters 
per turn. You want to 
destroy at least one 
monster per turn when 
Pegasus’s pieces are 
within range. Keep the 
fight in the center. 


\ 
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Pump 
King of Gi 


Without his “Oscillo Hero 
#2”s, Pegasus will push 
forward with the 
Illusionist Faceless Mage 
and the Carat Idol. 


Damage 
224175 


pp 
115/175 
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Chase down the “Jellyfish” 
and “White Dolphin” to 
finish off the match. Gang 


} up on the monsters and 


deliver multiple salvos to 
send Pegasus out of King 


"| Coliseum with his head 


hung low. 


If you want to collect all of Pegasus's 

monsters, you will have to play 
through the game twice. On your second run 
through the tournament, allow Pegasus to occupy 
whichever attribute pad you controlled in your 


first match. 


BOARD 2: 


NEVERENDING SITE 


The second round of the King Coliseum takes Yugi back to 


the top ofa lofty mountain perch, surrounded by billowy 
white clouds. The board is a collapsed temple to which 
time has not been kind. Many walls are broken and a great 


number of floor tiles have fallen away. 


Maximum Board MP: 860 
Maximum Monsters: 9 
Maximum Board AP: 750 
Win Bonus MP: 500 


Board Attributes 


Attribute 


Strength 


LIGHT 40 
WIND 30 


OPPONENT: ISHIZU ISHTAR 


Ishizu Ishtar's Symbol: LIGHT 
Symbol PP: 460 


Ishizu Ishtar saw her 
}) rematch with Yugi in her 
B dreams. She believes that 
+... fortune will smile on her 
¥ this time, as it is truly her 
Pe destiny to win the King of 
, Capsule Monsters 
tournament. This time she 


has the right assembly of monsters. Her 
LIGHT monsters receive a significant boost 
from both the board attributes and her 
Symbol, making this one of the toughest 
battles Yugi has ever fought. 


Ishizu Ishtar’s Monsters 


Monster 
“Faith Bird” 
“Fiend 
Reflection #2” 


“Genin” 


Attribute PP AP 
WIND 199 120 
LIGHT 285 92 


LIGHT 246 60 
“Lesser Dragon” WIND 194 115 
“Mystical El? LIGHT 262 84 
LIGHT 272 
“Petit Angel’ LIGHT 277 °76 
WIND 193 111 


“Ocubeam’ 


“Tyhone” 


BATTLE STRATEGIES 


The Neverending Site is a tricky board, as it presents four 
routes that connect the two staging areas. These two far 
lanes require monsters to swing around a great distance 
before getting into attack position, allowing challengers 
plenty of advance warning. However, positioning monsters 
to deal with outside threats can be dangerous, as that 
leaves the middle two lanes exposed. 


None of the four routes 
is truly connected to 
any other. There are 
impasse squares 
between the lanes, 


7 some too wide for 
2 


D>. <r" f= many monsters to 

ems SE i cross. This means that 
once you commit a monster halfway up a lane, it's a major , 
pain to redirect and attack should Ishizu Ishtar switch 

gears and try a different route. Many turns will go by 
without being able to attack, and that gives her the 
upper hand. 


This will likely come down to a game of 


movement range. If you constantly have to backtrack and 
move around the four routes, this will turn into a battle of 
attrition. You just better hope that you're the Duelist with 
the last monster standing. 


= Summon all of your 
monsters as soon as 
possible. Advancing on 
the board right away is 
not a good idea, because 
in doing so you effectively 
tip your hand to Ishizu 
Ishtar and she can plan to 
use different routes. 


Watch out for monsters 
attempting to creep around 
the sides. Ishizu Ishtar will 
try to fight on multiple 
fronts and use this tactic to 
draw your attention away 
from the center routes, 
where she will send her 
toughest monsters, like the 


“Ocubeam.” 

Use a monster with a long attack range 
TI Pp \_ to challenge Ishizu Ishtar’s attempt 
= ~ to sneak around the side of the 
board. This way you can attack without committing the 
monster too far away from the center. 


If you have powerful 
THUNDER monsters, use 
them against Ishizu 
Ishtar’s LIGHT-Type 
monsters. Since they are 

¢| receiving double boosts 
due to the board 
attributes and Ishtar’s 
Symbol, exploit their only 
weakness. 


PEIN Otfiotal Cenne Cutts 


- | Once you destroy the 
monster creeping around 
the edge of the board, 
maneuver back to the 
center platforms as soon 
as possible to join the 
fight against Ishizu 
Ishtar’s major push. 


Beware of the “Lesser 

Dragon.” The beast can 
move long distances in a 5 
single turn, closing gaps 
quicker than you might be § 
able to. 


Yami Yugi 


DARK 


The two routes through 

S| the middle of the board 
are not connected, so 

| when you try to cross, 

| remember that you may 
not be able to switch 
between them unless you 
have maneuvered all the 
)| way to the edge. 


Any high-level monsters 
that match your Symbol 
(in this case, DARK-Type 
monsters like “Pumpking 
| the King of Ghosts” and 
“Summoned Skull”) can 
lay waste to Ishizu Ishtar’s 
non-LIGHT monsters. 


y & If your Symbol is THUNDER, you 

< | | Pp > stand a good chance of ending this 
match early with strong, swift attacks 

on the LIGHT monsters. 


If Ishizu Ishtar’s monsters 
start moving out of range, 
start heading for her 
staging area. If you can 
attack her Symbol, she 
will start pulling her 
monsters back. 


z. a=") 
Ishizu Ishtar 


Once you put her Symbol 
in danger, her monsters 
#3 will move into your attack 
=| range to protect it, even if 
they cannot launch an 
4) attack during that turn, 
| Use this technique to 
finish off her sortie. 


FIRE MOUNTAIN 


The third battle in the King Coliseum takes place at the 
base of a dormant volcano. At least, it's dormant for now. 
There has been some seismic activity in the area, suggesting 
that perhaps the cone will blow at any moment, belching a 
dangerous river of lava into the nearby basin. Should the 
volcano erupt while Yugi is in the area, hopefully he can 
react quickly enough to minimize damage. 


Maximum Board MP: 900 
Maximum Monsters: 8 
Maximum Board AP: 750 
Win Bonus MP: 450 


Board Attributes 


Ee Attribute 


LIGHT 
DARK 
FIRE 


_ OPPONENT: YAMI MARIK 


Yami Marik’s Symbol: FIRE 
Symbol PP: 280 


wm Yami Marik has 
\l 


Ny 4. we, somehow advanced in 
the tournament, posing 
> yas Z yet another threat to 
oe 2 Yugi's chance at the 
King of Capsule 
} Monsters title. Yami 
Marik is himself as fiery 
i as a voleano—both he 
and his team of FIRE-Type monsters deserve 
to be cooled off by a phalanx of WATER 
monsters. Send the raving Duelist from King 
Coliseum back to the shadows where he 
belongs. 


Yami Marik’s Monsters 


Monster 
“Crawling 
Dragon’ — 
“Crimson FIRE 
Sunbird” 

“Firegrass’ FIRE 
“Firegrass’ FIRE 
“Megazowler’ EARTH 
“Molten FIRE 
Behemoth” 


“Twin-Headed WIND 
Behemoth” 


Attribute 
WIND 


BATTLE STRATEGIES 


Fire Mountain is situated on a volcano that will erupt 
several turns into the match. Yami Marik has assembled a 
team dominated by FIRE-Type monsters that can use this 
board to their advantage once the volcano has blown. 
Until then, he’s at the mercy of any WATER attacks you 
volley in his direction. 


However, when the 
volcano does erupt, it 
immediately fills the 
basin at the bottom of 


the mountain with 
ava. This is not a 
gradual change. Any 
monster caught in the 


ava is damaged to the 
tune of 30 PP. And each subsequent turn in the lava causes 
further damage. You can seek refuge on the rocks in the 
lava while trying to hop to the other side of the basin. 

Fortunately, storm clouds gather over the volcano after a 
few more turns and dump much-needed rain on the board. 
The cool water causes a hard shell to form over the lava. This 
shell allows safe passage, but it is not a permanent solution. 
The rains stop after just a couple of turns and the lava burns 
away the shell, making the basin a death zone again. 


] Yami Marik’s Fire 
monsters are completely 
} ineffectual during the 

first few rounds of the 
match, thanks to the 
massive lake. 


Yami Yugi 
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Summon your WATER- 
Type monsters as quickly 
as possible and start 
crossing the lake. Keep a 
close eye on the rocks in 
D waren the basin, as you will need 

gt Bre 128 to scramble to them to 

fe TODLALO0 sg Seenate 1) avoid getting caught in the 
lava later on. 


Yami Yugi No 


DARK 


Move BR - 
Attack BRL- | Disadvantage @b 


A good WATER and DARK 
team can slaughter Yami 
Marik’s sortie, since he 
only has two WIND-Type 
monsters: “Crawling is 
Dragon” and “Twin- Attack Damage 
Headed Behemoth.” 190 >I 80 rs 
Those two monsters don’t ae eee 
stand a chance against the CH) aL 
high-level monsters on 

your team. 


Yami Yugi \ 
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Watch for Yami Marik to 
send a monster down the 
rocks on the right side of 
the board. 


=) When the volcano finally 
“is GBI8) hay does erupt, get ready to 
move your monsters out 
of the basin fast. If you 
can scramble to the rocks, 
do so immediately. If you 
need to get on the side of 
the lake, go for it. It’s not 
worth sitting in lava just 
to launch an attack. Not 
only will you take damage, but should Yami Marik move a FIRE 
monster into the lava, it will be extremely powerful. 


Yami Yugi 


DARK AP 


KING COLISEUM 


If you have two monsters that can 
YTI PS reach the same rock and you must 
aN “ choose, leave the WATER monster in 
the lava. If Yami Marik positions one of his monsters to 
attack, the WATER-Type monster has a better chance of 


fending off the assault, thanks to the mismatched 
attributes. 


Yami Marik’s “Crimson 
Sunbird” is his most 
potent monster, thanks to 
the lava and his Symbol 
attribute. The flaming 
bird can dish out 
enormous damage, so 
take it down before it 
makes a push into your 
half of the board. 


There is no shame in 
retreating when one of 
your monsters is badly 
beaten. The mismatched 
attributes work in your 
favor, so you can afford to | 
pull back if necessary. | 
After all, you want as 
many monsters to survive 
the match as possible so 
they can gather up experience points at the end of the round. 


Yami Yugi 


DARK AP 


Keep moving across the 
rocks and the basin shore 
to Yami Marik’s corner. 
Gang up on his 
remaining monsters and 
finish the match. 


BOARD 4: 
SEALED SANCTUARY 


Yugi has just two more boards to complete before he can 


assume the title King of Capsule Monsters. But first, he 
has to get through another opponent whom he fought 
earlier in the tournament. The Sealed Sanctuary is guarded 
by a massive dragon statue that looks eerily life-like. Could 
there be more to that statue than meets the eye? 


Maximum Board MP: 999 
Maximum Monsters: 8 
Maximum Board AP: 450 
Win Bonus MP: 500 


Board Attributes 


Attribute 


DARK 


Shadi’s Symbol: DARK 
Symbol PP: 250 


Shadi has returned to 
the tournament to stop 
Yugi from winning. The 
clever Duelist has 
assembled a sortie of 
DARK and THUNDER 
monsters with 
incredibly low AP—and 
for good reason. He wants to make several 
moves per turn, and if you load your team 
with intense, high-AP monsters, you run the 
risk of his mobile forces outflanking you. 


Shadi’s Monsters 


Attribute 
“Kuriboh” DARK 


Monster 


“Mega THUNDER 
Thunderball” 

“Needle Ball” DARK 
“Terra the DARK 
Terrible” 
“Thunder 
Dragon” 
“Tyhone #2” FIRE 
“Ushi Oni” DARK 


THUNDER 
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BATTLE STRATEGIES 


The Sealed Sanctuary board doesn't exactly reward you for 


collecting and leveling up powerful monsters. The high MP at 
the monster selection screen may trick you into loading up 
with your biggest, baddest beasts—but unless they are 
powerful enough to take a few hits, you may find yourself 
punished. The board allows only 450 AP per turn, so if you 
have a team loaded with monsters that use upwards of 150 AP 
per move, you can only make a few choice moves per turn. 
Shadi, on the other hand, has loaded his team with 
monsters with low AP. His “Thunder Dragon’ is the highest 
with only 135 AP per move, meaning he can scour the board 
quickly. If you aren't able to move pieces into positions to 
return attacks, Shadi can potentially overwhelm your sortie. 


This wide board, which 
requires a few moves to 


cross, is beneath the 


na 


hadow of a giant 
dragon statue. After 
several turns, the 
crystal beneath the 
dragon shatters and the 


dragon roars to life. 
The angry lizard attacks any monster unlucky enough to 
be standing at the base of the stairs when he awakens. The 
dragon also affects the board's attributes. 
A number of glowing cases appear on the board around 
the edges—each staging area is flanked by a few of them. 


The glowing area around the cases changes according to 
the whims of the dragon. If the dragon spits yellow fire, 
then the glow gives a boost to THUNDER-Type monsters. 
Ifit's a white glow, LIGHT-Type monsters receive strength 
boosts. If the glow is replaced by a grimy blackness, then 


DARK-Type monsters are given a stat boost. This is when 
Shadi has the potential to make serious plays. 


If you have some 
extremely powerful 
LIGHT or DARK 
monsters, you may be 
wise to include them in 
your sortie instead of a 
collection of lesser i 
monsters with low AP. Yarnt “Vegi” 

Sure, you will make fewer pee EA ee 
moves, but your hits will 

make up for the decrease in mobility. 


KING COLISEUM 


Yami Yugi E v 
DARK AP ) 4 width, it takes a few turns 


to reach the center of the 
board, where the majority 
of the action will likely 
take place. 


J If you can get a couple of 

¥| heavy DARK or LIGHT 
monsters to the center, 
you can withstand Shadi’s 
minor attacks while 
getting in position to 
strike back. 


High-level, big monsters 
can destroy Shadi’s 
monster with just one 
attack, proving their 
worth on this battlefield. 


Yami Yugi \ 
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Stay away from the base 
of the stairs. When the 
dragon finally does 
explode into action, it will 
immediately breathe fire 
at the bottom of the 
steps, damaging 
any monster 


‘can standing there. 


Keep pressing into Shadi’s 
territory and humble his 
forces with crushing 
attacks. Soon, Shadi will 
start using his meager AP 
to pull his Symbol back. 


agi N. 


3) DARK 


Surround any remaining 
monsters and deliver 
multiple attacks to finish 
Shadi’s sortie off and 
advance to the final round. 


BOARD De 
AERIAL PALACE 


This is it, the final match in the King Coliseum. The 
winner takes home the title, the loser walks away in 
shame—and a few monsters poorer. Yugi is prepared 
for this battle, but on this massive sky ship, 
anything can happen. Yugi’s opponent promises a 
“Duel for the ages’—it's time to deliver on that 
promise. 


Maximum Board MP: Infinity 
Maximum Monsters: 10 
Maximum Board AP: 900 
Win Bonus MP: 555 

Final Win MP: 999 


Seto Kaiba’s Symbol: LIGHT 


| Symbol PP: 800 


Seto Kaiba did not 
take kindly to his 
defeat at Yugi’s hand 
in the City of 
Redemption. Here 
on the sky ship, he 
promises to reverse 
his fortunes—and he 
es * | has a team of 
monsters that can seriously do just that. 
Loaded with ultra-powerful monsters such as a 
pair of “Blue-Eyes White Dragons,” Seto Kaiba 
stands to make a serious push on this LIGHT- 


| favoring board. 


| Seto Kaiba’s Monsters 


| Monster Attribute 


| “BlueEyes LIGHT ~ 


White Dragon’ 


| “BlueEyes LIGHT 


White Dragon” 


| “Destroyer EARTH 


Golem” 
“Grappler” WATER 


| “LaJinnthe FIRE 


Mystical Genie 
of the Lamp” : 
“Lesser Dragon’? WIND 


| “Meteor B. FIRE 


Dragon” 
“Skull LIGHT 
Guardian’ : 
“Suijin’ WATER 


KING COLISEUM 


BATTLE STRATEGIES 


This final battle looks like it will be a hard, tough slog, 
with monster battles won or lost by a mere 5 PP. If you 
have been leveling up your monsters, crafting a dedicated 
sortie of tough pieces with high PP, and attack strength 
boosted by your own Symbol, you can crush Seto Kaiba 
with very few losses. 


The battle takes place 
on a sky ship floating 
high above the King 
Coliseum. This luxury 
cruiser has spaces that 
_.| benefit almost all of the 
j attributes. Grass and 
gardens boost WOOD- 
Type monsters. Calm, blue pools give a bump to WATER 


monsters. Burning generators favor FIRE monsters, while 
the electrical vents boost THUNDER-Type monsters. Dirt 
paths lend extra strength to EARTH monsters. 

Three white crystals are positioned on the ship: one near 
the Thunder vents, the other two on the larger staging 
area opposite of the single crystal. These crystals benefit 
LIGHT-Type monsters, which give Seto Kaiba a significant 
boost. That is, until the airship hits a rough patch and the 
crystals reverse polarity, casting DARKNESS over the 
board. If you have powerful DARK monsters, this is the 
time to strike. 


You are allowed ten 
monsters in this match, 
with an unlimited supply 
5} of MP to draw from. Do 
not hesitate to bring out 
your toughest, biggest 
monsters—the ones so 

* leveled-up they can 
destroy a monster in a 
single attack. 


Yami Yugi 


DARK 


BR 
Swmsced Shal Atck Bi - 


3 Seto Kaiba begins the 
round with a limited 
amount of AP, so he 
cannot summon his 
powerful monsters all at 
once. This gives you 
enough of a buffer to 
summon all of yours and 
start inching them 
forward on the board. 


| The distance between the 
two staging areas is quite 
long. You have plenty of 
time to move your 
pieces—so inch forward a 
few squares at a time 
until you have a 
completely summoned 
. SS we MY army ready to deal serious 
damage. There is no reason to stick a single monster out in the 
center to be beat up on without backup. 


Keep your pieces in a 
horde. That way, when 
Seto Kaiba does lunge 
forward, you have several 
options to launch an 
effective counter-attack. 


When Seto Kaiba has 
moved the majority of his 
pieces off his staging area, 
it’s time to get aggressive. 
If you have a team loaded 
with strong monsters 
boosted by your Symbol’s 
attribute, you can 
surround and take down 
at least one of Kaiba’s 
monsters per turn, 


Yami Yugi 


DARK 


J x Test your options. You can always 
< J | P > tentatively move pieces and see 
how strong they will attack. This way, 


you can put together strong move plans for each turn 
and maximize the devastation. 


Keep an eye on Kaiba’s 
“Blue-Eyes White 
Dragons.” Unless you 
have incredibly powerful 
THUNDER monsters, 

Damage pi) they can withstand a 
289 > 209 > | decent beating, 


1p 
209/ 209 


289/144) oF 
C445) 


Yami Yugi \N 


®) DARK AP. 


5) If you can hold out, wait 
until darkness settles over 
the airship. Cornering the 
“Blue-Eyes White 
Dragons” near the now- 
dark crystals will make 
them significantly weaker 
when attacked. 


Yami Yugi NS 


D> DARK AP mens 


5/218) 


AT 382/140 DF 77/ 38 
(#242) 


Keep moving your 
monsters into positions 


Kaiba’s sortie from all 

angles. If you can launch 
multiple hits on a monster, | 
you can take apart the 
remnants of his team. 


Once you beat 
Seto Kaiba in 
the Aerial 
Palace, you win 
the Capsule 
Monster 
Coliseum 
tournament, proving that you are indeed the 
King of Capsule Monsters. But that doesn’t 
mean the game is over. There are 200 
monsters in Yu-Gi-Oh!: Capsule Monster 
Coliseum, and if you've been buying and 
collecting monsters the whole time, you still 
won't have all of them. To complete your 
collection to be a real Dueling master, you 
need to play through the matches again, and 
collect any monsters you missed before. You 
should also try fusing monsters 
together to create incredible new, 
“powerful pieces. And battle 
with lower-level monsters so 
they evolve into new forms. 
Once you have all 200 
monsters, you can play the 
game as a true Capsule 
Monsters champion! 


PLAY MODES 


MODES 


FURTHER ADVENTURES 


Just because you've beaten the tournament and collected 


all 200 monsters doesn’t mean Capsule Monsters Coliseum 
deserves to go on the shelf: Two additional play modes are 
built into Capsule Monsters Coliseum: Free Battle and Versus 
Mode. Use the monsters you won, bought, and leveled-up 
in the single-player campaign to be victorious in both of 
these modes. 


FREE BATTLE 


Free Battle mode is a single-player experience where you 
can take on any Duelist you have already beaten in the 


main campaign mode. This is an excellent way to gain 
valuable Dueling practice that may help your performance 
in the single-player game. 


To play Free Battle, select 
Say) “Free Battle Mode’ from 
the game’s main menu. 
You will be prompted to 
select a save file from your 
memory card. Which save 
& file you select determines 
iteeewseiee) Which match you can jump 
right into and play again. 
For example, if you have 
beaten the game, but 
choose a save file from all 
the way back at Area 2, you 
will only be able to replay 
matches up to Area 2. 


Free Battle plays almost 
exactly like the single- 
player campaign. You 
have a pre-match chat 
with your opponent and 
select your monsters from 
the most recent unit you 
have assembled. Once you 
select the monsters for 
your sortie, the game 
begins. The rules are exactly the same as the campaign. 


Yami Yugi \ 


PARK Ap 


If you choose to replay earlier 

matches with outrageously leveled-up 
monsters, you will be severely limited in monster 
choice because of the low MP of the board. For 
example, the Condemned Warehouse match with 
Tristan Taylor only allows 300 MP when choosing 
monsters. If you select a “Summoned Skull’ that’s 
been beefed up to Level 9, you'll have less than 150 
MP remaining. 


VERSUS MODE 


Versus Mode allows two players to sit down and duke it 
out in the Capsule Monster Coliseum tournament. The 


rules are exactly the same as the single-player game, but 
instead of beating up on the likes of Mokuba Kaiba and 


Ishizu Ishtar, you can challenge a friend. 


Once you select “Versus 
Mode’ from the main 
menu, player one will be 
prompted to select a save 
010 & 0094 007 «011 fil fr d 
HUUFeicher e!rom aimemory cara. 
Total Play Time 25:39:40 J i 
ie opeiepe ago . This allows player one 
20} 0 009 © 008 4 014 access to the full roster of 
GCehBFletcher 
To Time 28:25:24 monsters earned from the 
O13 « 005 » 005 * 
single-player game. Then, 
player two is prompted 
to select a save file to load up another team of monsters. 


ad Data MEMORY CARD 


Tetchar rere 
Total Play Time 24:22:39 DARK 
008 = 012 4 005 5 004 Arca a 


(Om 010. 008 8. 014 


Two players cannot select save files 

from the same single-player campaign. 
Each save file used in “Versus Mode” must come 
from a wholly separate singleplayer game. 


After the monster 
collections are loaded, 
each player assembles a 
sortie and a board is 
chosen. As soon as the 
cards are drawn and it is 
decided who attacks first, 
the game begins. 

When you play against 
another player, you cannot 
swipe your opponent's monsters at the end of the match. But the 
loser can pay attention to the winning Duelist’s strategies and 
present a challenge for a rematch. Maybe you needed to be more 
aggressive in the beginning? Perhaps you need to choose different 
monsters to offset your opponent's liking for DARK-Type monsters? 


Detailed Status 


Move 5Ei3 Attack 5 2 
PP 315 AT 251 OF 25 D123 10105 Entor @ =Exit 
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THEMED MATCHES 


Instead of just choosing monsters and going head-to-head 


in Versus Mode, why not come up with clever rule sets to 
make your matches truly challenging? Here's a smattering 
of suggestions for player-imposed rule sets that will truly 
inspire Master Dueling. 


@ No mismatched attributes. If player one chooses 
DARK-Type monsters, player two cannot select a cast 
of heavy-hitting LIGHT-Type monsters. With this 
rule, you must take each other down based on skill 
and experience. 


@ If you've played through the single-player campaign, 
chances are you've come to rely on your biggest 
monsters to clear a board. Why not start from square 
one? Use only Level 1 monsters. 


@ Only one monster can be summoned at a time. 
Another monster cannot be summoned until the first 
one has been destroyed. This may favor the player 
that summons second, but that just makes the game 
more exciting for player one, who must blindly 
choose an opening monster. 


@ Only one type of monster may be used in the match. 
If player one only calls out WOOD-Type monsters, 
player two can only use WOOD monsters. 


@ Both players use monsters that only move in a 
straight line—monsters that move diagonally or in a 
starburst pattern cannot be summoned. 


@ Both players must move their Symbols into the center 
of the board before they start summoning monsters 
for battle. Once the two Symbols are in adjoining 
squares, then each player must balance between 

\. moving and summoning monsters, as well as 

‘\. trying to get their Symbol out of harm’s way. 


— 


Here is a list of all the monsters found in Yii-Gi-Oh! Capsule Monster Coliseum. Each entry details the monste 
and defensive strengths, movement patterns, and how much MP is required to put it to use in a match, 
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EVOLUTION CHARTS 


Some monsters can only be placed in your Capsule Deck 


through evolution. Monsters evolve at different levels—and 
some can only do so under certain board attribute 
conditions. If a specific attribute is required for your 
monster, you must place that monster on a board or 
individual square with the necessary attribute. 


MAGICIAN’S VALKYRIE 


To unlock “Magician's Valkyrie,” you must possess 
“LaMoon’ at Level 4. “LaMoon’ can only evolve when the 
board and square attribute is S0 LIGHT. 


SHINING FRIENDSHIP 


Level “Petit Angel’ up to S in order to unlock “Shining 
Friendship,” a stronger LIGHT monster. 


RYU-KISHIN POWERED 


“Ryu-Kishin Powered” is the evolved form of DARK 
monster “Ryu-Kishin.” “Ryu-Kishin” must be at Level 5 to 
transform into its stronger form. 


RED-EYES BLACK METAL DRAGON 


Only after defeating Kaiaba on the final board can you 
collect the “Red-Eyes B. Dragon.” But that’s not its final 
form. At Level 4 with a board/square 60 DARK attribute, 
the monster reveals its most powerful form: “Red-Eyes 
Black Metal Dragon.” 


MAGICIAN OF BLACK GHAOS 


At Level 4, the “Dark Magician” can evolve into the 


wickedly powerful “Magician of Black Chaos.’ To achieve 
this high evolution, the “Dark Magician’ must occupy a 
board or square that is at least 40 DARK. 


FIREYAROU 


The “Flame Manipulator’ can evolve into “Fireyarou’ at 
Level 3. However, its evolved form cannot fuse with 


“Masaki the Legendary Swordsman’ to become “Flame 
Swordsman.’ You will need to acquire a new “Flame 
Manipulator’ to complete the fusion. 


~N 


MANGA RYU-RAN 


Unleash Ryu-Ran’s cartoon side at Level 2. 


HYOSUBE 


To add “Hyosube’ to your Capsule Deck, you must raise 
“Psychic Kappa’ up to Level 6 and position it in a space 
that is $0 WATER. 


HIGH TIDE GYOJIN 


At Level 6, “Root Water’ evolves into its stronger form, 
“High Tide Gyojin.’ Position “Root Water’ in an area that is 
50 WATER to initiate evolution. 


PENGUIN KNIGHT 


The stout and sturdy “Penguin Soldier’ evolves into “Penguin 
Knight’ at Level 3. Position the “Penguin Soldier’ on a space 
that is 40 WATER to begin the evolutionary process. 


STONE GHOST 


At Level 5, “Haniwa’” can evolve into “Stone Ghost.’ Place 
“Haniwa’ on a square or map with 40 EARTH. 


MON LARVAS 


At Level 4, “Larvas” evolves into “Mon Larvas’—a stronger 
EARTH monster. 


LARVAE MOTH 


If you cannot win the “Larvae Moth’ from Weevil 
Underwood, you can make “Petit Moth” evolve into its 
next form. Level “Petit Moth” up to 3, then place the 
monster on a space with 30 WOOD. 


GREAT MOTH 


At Level 3, “Larvae Moth’ transforms into “Great Moth,’ 
However, “Larvae Moth’ must be in an area with 30 WOOD. 


PERFECTLY ULTIMATE GREAT 


The final stage of evolution for Moth monsters is “Perfectly Once the “Ancient Tree of Enlightenment’ reaches Level 3, 
Ultimate Great Moth.’ At Level 3, on 40 WOOD, you can position it on a space with $0 WOOD to unlock its top 


create this perfectly powerful WOOD monster. form, “Trent. 


HUNTER SPIDER 


ELECTRIC SNAKE 


The spindly “Kumootoko’ evolves into the stronger 


“Hunter Spider” at Level 4. At Level 6, “Electric Lizard” transforms into “Electric Snake” 


FUSION FORMULAS 


The following table details how to fuse monster combinations into new monsters. Each monster in the fusion formula must 


be at a specific level (noted in parentheses next to the monster’s name). 


Required Monsters a 

3 x “Blue-Eyes White Dragon’ (2) 

“Right Arm of the Forbidden One” (2) + 

“Right Leg of the Forbidden One” (2) + 

“Left Arm of the Forbidden One” (2) + 

“Left Leg of the Forbidden One’ (2) + “Exodia the Forbidden One” (2) 
“Sanga of the Thunder” (3) + “Suijin” (3) + “Kazejin” (3) 

“Zoa’ (2) + “Steel Scorpion” (3) 

“Battle Ox” (3) + “Mystic Horseman’ (3) 

“Destroyer Golem’ (5) + “The Statue of Easter Island” (5) 
“Ocubeam’ (5) + “Mega Thunderball” (5) 

“Blast Juggler” (5) + “I'wo-Headed King Rex” (4) 

2 x “Thunder Dragon” (4) & 

“Time Wizard” (3) + “Baby Dragon’ (5) 

3 x “Harpie Lady” (3) 

“Lesser Dragon” (3) + ‘Steel Ogre Grotto # 1” (3) 

“Penguin Soldier” (2) + “Penguin Knight” (2) 

“Firegrass” (3) + “Petit Dragon” (3) 

“Flame Manipulator’ (4) + “Masaki the Legendary Swordsman’ (4) 
“Hercules Beetle” (3) + “Kuwagata Alpha’ (3) 


FUSION FORMULAS 


Fusion 


“Blue-Eyes Ultimate Dragon” 


“Summoned Lord Exodia” 


“Gate Guardian” 
“Metal Zoa” 

“Rabid Horseman” 
“Millennium Golem” 
“Kaminari Attack” 
“Cyber Saurus” 
“Twin-Headed Thunder Dragon” 
“Thousand Dragon” 
“Harpie Lady Sisters” 
“Metal Dragon” 
“Flying Penguin’ 
“Darkfire Dragon” 
“Flame Swordsman” 


“Kwagar Hercules” 


SHOPPING 


Six monsters can only appear in Grandpa’s Gaming Shop under specific conditions. Once these conditions are met, check in 


with Grandpa and collect your bounty. 


“Exodia the Forbidden One’: Collect all four Exodia limbs. 

“Firewing Pegasus’: Complete Area 2 without losing a match. 

“Sinister Serpent’: Possess at least 50 WATER-type monsters. 

“Celtic Guardian’: Surrender more than 20 times in Areas 3 and 4. 

“Crow Goblin”: Clear Area 2 and possess less than 10 WIND-type monsters. 
“Giant Mech-Soldier’: Playtime exceeds 20 hours while playing Area 2. 
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